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RESURRECTION 


There’s a great line - just a single word response - spoken by Daniel 
Craig in 2012’s Skyfall, when the latest Bond is asked by his newest 
adversary Raoul Silva, played by Javier Bardem, what Bond’s particular 
hobby is. The answer? “Resurrection.” 

It’s a nice meta-commentary on the Bond licence as a whole, still 
going strong after 50 years on the cinema screens, surviving because of 
its ability to adapt to the times and go through a rebirth just when it was 
nearly written off for good by many. That notion ties a lot of the games 
covered in this issue together, in particular the title that swallows most of 
our pages this month: Doom. The original’s a classic in every sense of 
the word, and despite the ever-changing tastes of the gaming faithful 
and sales of its modern day peers suggesting to go anywhere but, it’s 
gambled on retaining the essence that made it an institution in the genre 
and tries something that’s beautifully against the grain. From a shooter 
over two decades old to another that’s only hitting its first year: Destiny 
and divisive have went hand-in-hand since Bungie rolled out its new sci- 
fi adventure in 2014. Some hate it, others love it - you’ll find both kinds 
on Gamereactor’s staff. But it makes for fascinating viewing as the team 
has worked on fixing the game’s bigger problems in a very public 
fashion via its Weekly Updates and responses to negative feedback. It’s 
nothing no MMO or F2P studio wouldn’t do, but with a lot invested in 
Destiny by both studio and publisher Activision, on top of knowing the 
developer’s past pedigree, it’s interesting to see how far they'll go to 
make it the game players want. A subject we’ll touch on further in a 
future issue. But with a review 
section brimming with remasters, 
it’s truly a month of past classics 
getting to shine again. Something 
that | don’t think’s a bad thing. 
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ONLINE 


A King’s Quest begins, Fallout 
goes on tour, we take to the 
stars and finally pull on the 
spandex in our DLC section. 


DOOM ART 

We've double-dipped on Doom over the summer. Firstly dazzled by A London arcade pays tribute 
a return to old-school form via the Bethesda E3 conference reveal to the passing of Nintendo 
then blown away by multiplayer hands-on at this year’s QuakeCon. president Satoru Iwata in this 
Here's exactly why you should be excited about its return. moving painting. 


REVIEWS 


It's remaster central this issue 
with God of War, Journey, 
Pac-Man and Streets of Rage 
all returning. 


THE PATH OF DESTINY COMING SOON 


The second part of our shooter double-bill this month, and the first Ghosts patrol the wildlands, 
half of our double-issue look at Destiny sees us looking ahead to Links clash, knights smash 
the future of Bungie’s shared world adventure. Can Taken King fix and Spartans spar. 


the first year problems of the title? We run down the changes. 
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EXCLUSIVITY WARS 


OF NEW ONE FORMAT ONLY TALKS 


A TRIO OF TITLES ARE AT THE EPICENTRE 


This time last year at Gamescom, in announcing the deal with Microsoft that'll see 
the next Tomb Raider heading to Xbox first, Square-Enix brought upon themselves 
some vitriol from series fans, especially at first when it was thought that the setup 
meant Rise of the Tomb Raider was part of an outright exclusivity deal. 

The publisher has since admitted that they knew it would disappoint fans (which 
is somewhat of an understatement). PlayStation owners, consoling themselves with 
the fact that they’ve got an Uncharted remaster collection en route, and a fourth 
main entry in Drake’s series on the horizon, were still disappointed that Lara’s 
return to the platform was postponed until some yet-to-be-determined point in the 
future. Though there was hope the exclusive would only last the holiday season. 

That disappointment was lessened last month when the terms of the exclusivity 
deal with Microsoft were confirmed, and it emerged that PC players will get their 
hands on Rise of the Tomb Raider in early 2016, but it won’t be following on 
PlayStation 4 (no mention of PS3 anywhere) until late 2016, likely a full year after it 
launches on Xbox One and Xbox 360 on November 10, 2015. 

It goes both ways though, and PlayStation fans are still able to laud the console 
exclusive release of Street Fighter V (that is unless Microsoft can iron out their PC 
to Xbox One streaming service, in which case those who opted for the X1 will be 
able to play the fighting game on their console after all, albeit in a rather 
roundabout fashion). 


All’s not been great for Capcom’s next entry in the long-running 
fighting series, with the planned closed beta for the game in July 
postponed due to technical issues. It was also revealed last 
month that Street Fighter V will be launching simultaneously 
around the world when it releases early next year. Xbox One 
owners will have to make do with Tekken 7 whenever it arrives. 

One game that has recently lost its exclusivity is ZombiU, which 
has dropped the U and is releasing as Zombi on PC, Xbox One 
and PS4. Originally a Wii U launch title, Ubisoft has confirmed 
what had already been rumoured, that their survival horror is now 
heading to PC and current-gen consoles, and it’s landing on 
August 18. 

The game’s innovate approach to inventory (your bag contains 
all your gear, and when your character dies, because of the 
permadeath feature and a persistent world, you can potentially 
reclaim your equipment when you come back as a new survivor - 
hopefully not to be eaten by your old self) sets it apart from 
similarly-themed survival horror games, and while it made great 
use of the Wii U’s GamePad, it’s good that the game will have the 
opportunity to reach a new audience with its digital re-release. 


YAGER LEAVES DEAD ISLAND 


DEV DROPPED FROM ZOMBIE SEQUEL 


The last time we saw Dead Island 2 was during Gamescom in August of last year. Since then a lot 
has come to pass. First it was announced in May that it would miss its spring release window this 
year and was instead given an unspecified release date in 2016. Given the rather massive delay it 
was no surprise, but still disappointing, not to see it at E3 in June. 

And finally in July, Deep Silver announced that it had removed Spec Ops: The Line developer 
Yager from the project, over what was being described as creative differences. The game Yager 
was developing to that point promised to offer 8-player co-operative action in large open 
locations such as Los Angeles and San Francisco and really embraced the over-the-top nature of 
the franchise. 

Deep Silver said they would continue to work towards bringing their vision of Dead Island 2 to 
the world, but whether a new developer has been assigned or not is unclear. Meanwhile, with the 
unexpected termination of the contract with Deep Silver, Yager saw no other course of action 
than to file for insolvency for its subsidiary Yager Productions —- a company formed with the sole 
purpose of working on Dead Island 2. It should be noted that Yager Developments, the main 
company lives on, and continues to develop the space combat offering of Dreadnought and other 
unannounced projects. However, it is unclear if the parent company will hire any of the staff 
affected by the insolvency. When we'll see Dead Island 2 next - and what it will look like - remains 
a complete mystery. 


Broken Sword 5 Yooka-Laylee 


Those that missed out on the 


Mafia III Confirmed 


NEW DRAGON QUEST 
FOR PS4... AND 3DS 


A few weeks after first details emerged 
by way of Yuji Horii, creator of Dragon 
Quest series, Square-Enix has officially 
revealed the highly anticipated Dragon 
Quest XI during a dedicated livestream 
event this month. 

The next chapter of the long-running 
RPG series dodges the MMO design of 
DQX (above) and returns to the more 
traditional story-driven adventure of the 
previous incarnations. Interestingly, the 
game’s due for release on two very 
different platforms - PS4 and 3DS. After 
the success of Dragon Quest IX as an 
exclusive to Nintendo’s handheld, it 
makes sense the company would want 
to retain that audience, but it does call 
into question how the title would be 
developed. Obviously the two games 
will be very different, and while they 
both share the same core team, the two 
projects will be supported by two 
separate studios. The PS4 build will run 
on the Unreal Engine 4 and be akin to 
the style seen in PS2’s Dragon Quest 
VII, while the 3DS version will offer the 
classic 2D sprites from earlier entries in 
the franchise. While there’s no concrete 
plans to release it over here, the 
company IS considering it. 


Fallout Collection 


Bethesda have announced 


OTHER 
STORIES 
THIS 
MONTH 


two-part Broken Sword 5: The 
Serpent’s Curse when it came 
out on iOS, PC and PS Vita last 


year may be glad to hear it’ll be 
hitting PS4 and Xbox One come 
September 4 both digitally and 
physically. There’s a new user 
interface to factor in the joypad 
support for the consoles. 


Great news for the spiritual 
successor to Banjo-Kazooie and 
its creators (and ex-Rare staff) 
Playtonic as Yooka-Laylee has 
been picked up by Team 17, 
who plan to publish the title at 
retail. It’ll hopefully help boost the 
game’s presence and sales after 
a successful Kickstarter funding 
drive of £2 million. 


Much rumoured and finally 
confirmed for a Gamescom 
reveal is the latest sequel in the 
Mafia series. There'll be an 
Official trailer debut during the 
show, plus a BCD presentation. 
We should have both on the site 
plus an interview with the devs 
now, so head over to 
gamereactor.co.uk to see them. 


Fallout Anthology - an almost 
complete collection of Fallout 
(there’s space for Fallout 4 in the 
pack) which'll hit PC on October 
2. The collection offers Fallout, 
Fallout 2, Fallout Tactics, Fallout 
3, and Fallout: New Vegas and 
all the DLC for the latter two. 
That enough Fallout for you? 


Get more news online at 
GAMEREACTOR.CO.UK 


GAMING 
SPECTRUM 


THE BEST, WORST AND 
WEIRDEST OF THE MONTH 


CARS SKIPS WII U These are tough times for 
Nintendo fans, with yet another high profile title 
going AWOL this month. The latest game to call in 
sick is Project CARS, which is no longer heading 
to the console because according to Slightly Mad 
Studios, the racer “is simply too much for the Wii 
U.” The team are now looking ahead to Nintendo’s 
next console. 


™@ LOSING THE FLOCK Experimental online PC 
game The Flock has a singularly unique premise. 
Players, when they perish in the game, will use up 


one of a finite pool of lives, and once they’re all 
gone, the game will no longer be purchasable. 
After that there’ll be a climactic finale before the 
game goes offline forever. Developers Vogelsap 
predicts a Q3 release. 


™ SHENMUE 3 FUNDED After its announcement 
contributed to one of the most exciting E3 press 
conferences of all time, Shenmue 3’s subsequent 
Kickstarter campaign has now come to a close. 
Unsurprisingly the long-awaited sequel smashed 
all records and ended as the most-funded game 
to pass through the crowd-funding site. The 
campaign finished with more than £4 million. 


RETURN OF THE DUKE? Gearbox’s Randy 
Pitchford has been talking about Duke Nukem this 
month, with the studio considering bringing the 
old boy out of retirement. "I didn't acquire the 
franchise just to let everyone suffer Duke Nukem 
Forever,” the CEO announced at Develop. "That 
was sort of the toll to pay in order to give Duke 


Nukem a chance to have a future.” 


ASSASSIN’S ALUMNI Assassin’s Creed 
creators Patrice Désilets and Jade Raymond 
have revealed their new projects. Désilets is 
working on an episodic open-world adventure 
called Ancestors: The Humankind Odyssey, while 
Raymond has her new team at EA Motive 
Studios working across a variety of projects at 
EA, including BioWare titles and Amy Hennig's 
Star Wars game. 


{j KOJIMA’S MYSTERY Did Metal Gear Solid 
creator Hideo Kojima leave clues regarding his 
impending departure from Konami in Metal Gear 
Solid V: Ground Zeroes?That’s the current fan 
theory based on a particular mission in the game. 
In last year’s prequel to The Phantom Pain, 
players can erase the logos of Kojima-directed 
games from around the world. The seemingly 
acrimonious split is very public, so might it be an 
elaborate prank? Time will tell. 
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PLAYING THE NUMBERS GAME WITH THE LATEST NEWS 


FIVE THINGS ABOUT FINAL FANTASY VII 


THE REMAKE 


The announcement at Sony’s E3 press 
conference finally silenced years of 
questions over the possibility of FFVII’s 
return. To date we've only seen the 
Opening redone as a tech demo (above) 
and the world and characters revisited 
in side titles as well as a semi-sequel in 
the form of full-length CG! movie 
Advent Children. 


OTHER 
STORIES 
THIS 
MONTH 


SAME CAST 


While Yuffie and Vincent were optional 
party additions in the original, don’t 
expect any new faces. Director Tetsuya 
Nomura has stopped any speculation 
by stating outright there'll be no new 
characters - at least main cast ones - 
joining. But does that rule out 
characters from side-titles Crisis Core 
and Dirge of Cerberus? 


ALTERED STORY 


Don’t expect a beat for beat take on the 
original story. Not only will this keep the 
surprises coming - and the studio 
wants to avoid making the same exact 
game twice - but enticingly the team 
has said the new version will ‘suit the 
times’. Read into that what you will, but 
we hope some of the original’s more 
bizarre moments make the cut. 


WWE Terminator 


As surprise guest stars go it’s a 
pretty big one. WWE 2K16 will 
see the inclusion of two T-800s, 
one from the original Terminator 
and the other from Judgement 
Day. How the studio balances 
an unstoppable killing machine 
to make matches fair is yet 
unknown. Let’s just hope they 
come fully clothed. 


Deus Ex: Boss Talk 


Deus Ex: Human Revolution was 
marred by boss fights that took 
stealth and tossed it off a roof. In 
Mankind Divided, you can tackle 
them head on, stealth past or - 
which is where our gift of the 
gab comes in - talk your way out 
of them. There's also the option 
to off enemies or let them live 
rather than forcing your hand. 


THE DEVS 


It’s not the first time a remake’s been 
attempted, says Nomura. It took Square 
-Enix's Shinji Hashimoto - who worked 
on FFVII’s marketing - approaching him 
and original director Yoshinori Kitase to 
get things started. Though Nomura only 

realised the extent of his role when he 
saw his name as director on an internal 

company presentation demo. 


Del Toro & Kojima 


While the Silent Hills project went 
down the toilet and the game’s 
interactive reveal demo P.T was 
pulled from the PS Store, 
director Guillermo Del Toro has 
stated that he and Hideo Kojima 
are still in discussion to produce 
a new title together - “something 
that will mess with your head,” 
hints the director. 


ITS RELEASE 


While we shouldn't expect the game to 
release any time soon, Square-Enix 
wouldn’t announce the title without 
development already having started 

And that ‘First on PlayStation’ trailer tag 
means there'll be a significant delay 

between the PS4 release and any other 

format as Sony looks to capitalise on 
fan fervour for the (eventual) launch. 


Zelda TBD 


Are Nintendo pushing the 
already delayed The Legend of 
Zelda Wii U back even further? 
After their latest financial report 
re-listed the game’s release as 
TBD, speculation began to 
mount that the company had 
changed their plans for the 
much-anticipated RPG. Is it now 
a NX launch title? 


») 


ONLINI 


ca 


, 
ae 


KING'S QUEST 


THE FIRST IN A NEW EPISODIC SERIES 


It's been a while since the most recent King's Quest. A terribly long while. Between 
then and now the adventure genre has changed largely thanks to Telltale Games' 
episodic and story-driven efforts. The new King's Quest has been crafted by the 
talented folks at The Odd Gentlemen (The Misadventures of PB. Winterbottom) and 
mirrors many of the innovations Telltale have brought to the genre. 

The framework for the story of this new episodic series is of an older Graham 
regaling his young granddaughter Gwendolyn of how he came to be a knight. The 
beauty of this is how the story is told through Christopher Lloyd's narration, and 
there are lots of Easter Eggs hidden in the dialogue for those who dare to take a 
wrong turn or two, or go the extra mile to solve puzzles in alternative ways. 

This first episode, A Knight to Remember, sees Graham first gaining access to the 
trials and then besting his peers in challenges of strength, speed and wit. As you 
may have guessed Graham isn't the strongest, quickest or necessarily the smartest 
hopeful, but your job is to somehow help the clumsy youngster to succeed. 

The puzzles range from simple item-related fetch and trade quests, to quick time 
events, real-time string puzzles, and some games where you may have to cheat in 
order to win. Well, that last bit isn't true, as with a fair number of puzzles there are 
multiple solutions. These may in turn influence later events or simply lead to different 
dialogues or scenes. To be perfectly honest we would not have thought there were 
many alternative routes if we hadn't gotten stuck at one point and were forced to go 


looking for walkthroughs online only to find none of them took the 
particular path we'd taken and so were not very helpful in providing 
us with a solution. In the end we had to search the numerous 
sections of Daventry a couple of times to finally find a way to help 
our trusted hamster (or should we say steed) Triumph out of a trap. 
Frustrating, but then every adventure game has been at times. 

The dialogue’s not only well written, but the lines are delivered 
beautifully by the cast. For the most part King's Quest provides the 
kind of humour you'll muse about rather than laugh out loud. That 
said, we particularly enjoyed chatter during the Bridge Troll strike 
and their union meeting. The rest of the cast were also enjoyable 
and the only problematic bits were when the story went serious. 

Unlike an episode of a Telltale title the first chapter (of five 
planned) of King's Quest is rather substantial; it took around six 
hours to complete, and by the time we finished there were still 
plenty of secret achievements to unlock. There was a bit too much 
backtracking, a few graphical imperfections and inconsistencies 
(Graham's cape moves beautifully, but there's too much clipping), 
and the user interface isn't very pretty (especially the hideous QTE 
buttons), but overall the new King's Quest is off to an exciting start. 


FALLOUT: PROJECT BRAZIL 


MOD OF THE MONTH 


If, like us, you’re struggling to contain your excitement ahead 
of the impending release of Fallout 4 at the end of the year, 
then hope is at hand. If you’ve got Fallout: New Vegas on PC 
then there’s a mod on the way (beta versions have already 
been released) called Fallout: Project Brazil. Confusingly it’s 
set in the ruins of Los Angeles and not the South American 
country, but this is nevertheless shaping up to be a nice treat 
for fans of the RPG series as we countdown to November. 
The total conversion mod has impressive production values 
across the board, and it’s nearing completion, with its creators 
hoping the release the final build ahead of the launch of 
Fallout 4. Download the beta over on moddb.com. 


ELITE: DANGEROUS 


EARLY ACCESS 


Early access has made the transition over to consoles, with 
Microsoft unveiling their game preview program for Xbox One 
during E3 in June. One of the games to launch with the new 
initiative was Frontier’s Elite: Dangerous. We jumped aboard 
the new console version of the space sim and, a few niggling 
technical issues aside, found the very same game that we 
thoroughly enjoyed on PC at the tail end of last year. The 
attention to detail is hugely impressive, the scale of the 
universe is unparalleled, and the game mechanics are well 
conceived and thoughtfully implemented. Even better, the 
Close Quarters Combat update came to console first, so you 
can get stuck into action-filled PvP ahead of its planned 
release on PC. 


Batman: Arkham Knight 


PC woes continue with the game as a date 
still hasn’t - at time of writing - been finalised 
to re-release it, though Rocksteady has said a 
massive patch will release this month for those 
that have bought it already. Keep checking the 

studio’s official forums for updates. 


The Witcher 3: Wild Hunt 


Seemingly never out of our Online pages, the 
latest Witcher 3 patch, 1.07, introduced an 
inventory overhaul, the ability to pin potions on 
menu screens for easier check against seller 
inventories and a new optional movement type 
for Geralt. There’s also a New Game + due. 


Dying Light 
Techland continue to build on its zombie 
sandbox title. For The Following DLC, it’s 
bringing vehicles to the undead party, and 
partly as a result, the expansion map’s being 
promised as the same size of all the previous 
maps combined. Check our site for more. 


Life is Strange 


Dontnod’s episodic sci-fi/coming of age story 
has been hammering the emotional punches 
into our sternum with the release of episode 4. 
It’s already a GOTY contender, so join us in 
the wait for the final episode next month. 


BATGIRL - 
A MATTER 


OF FAMILY 


A PREQUEL LACKING 
IN SUBSTANCE 


The first piece of content as part of 
Arkham Knight’s season pass had 
promise: a prequel to the main story 
that lets you take control of Batgirl 
as she tries to take out the Joker. 

Yet it’s a relatively short experience 
lasting barely an hour (two if you try 
and track down the extras) offering 
barely any plot beats, while activities 
prove repetitive. It’s more the lack of 
risk-taking than anything, though that 
could be due to this DLC being 
helmed by WB Games Montreal, the 
team behind Arkham Origins, rather 
than Rocksteady. 

In short, Batgirl and Robin have to 
go to an amusement park where 
Joker is holding hostages, including 
Jim Gordon, Barbara's father. And 
that's basically it, a very predictable 
ride culminating in a completely 
uninspired confrontation between 
Batgirl, Robin, Joker, Harley Quinn 
and a dozen thugs. 

Batgirl plays like Batman with a 
very basic set of skills, and there’s 
no option to unlock more. The only 
element that differs (a little) is her 
hacking skills, that allow Batgirl to 
access several machines. Since this 
all is taking place at an amusement 
park, this allows for some funny 
moments, where you can use the 
rides against the Joker's thugs. 

The park itself has a reasonable 
size and is highly detailed, which 
only adds to the frustration, because 
Warner Montreal could and should 
have done better with this location. 
All you will do in A Matter Of Family 
is save hostages on three occasions, 
disarm two bombs and little else. 
There are also collectibles to look for 
if you want all the Trophies / 
Achievements. You will find balloons, 
dentures and boxes to burst. The 
most interesting extras comes in the 
form of some puzzles that you can 
try to solve, that involve using the 
park's rides. Each time you solve a 
problem, you will know a little more 
about the park's background. 

It’s a frustratingly short addition 
that we wish could have offered a lot 
more. It’s not a great start to the 
Season Pass, and at just over thirty 
quid for the privilege Rocksteady 
needs to show the cash-in price was 
worth it. We await the next DLC. 


SATORU IWATA: 
A TRIBUTE 


LONDON ARCADE’S MURAL OF NINTENDO DEV AND PRESIDENT 


“You want it done because it’s special,” says Heart of Gaming manager April Pereira- 
Finn, who along with her sister Anna, spent three days painting this mural tribute to lwata 
after news of his passing last month. Artists since childhood (April’s commissioned work 
for online digital pieces, Anna’s studying animation at university), they spent a few days 
deciding who’d make the cut (“mainly characters he worked on or had to do with while 
he was President,” Anna explains) and the two collaborated on painting the piece, mixing 
basic acrylics to get the colours right (“Kirby got painted twice. He had an awful tan”), 
with Anna capturing lwata’s character perfectly. “He was a funny, lovely guy. That had to 
go into the picture,” April says, stating that the other tributes that had him laying at rest 
were “sweet, but too morbid. You celebrate someone’s life.” You can only see it if you go 
to the arcade, as they have no plans to reproduce the original. It’s worth the trip. 


SAVE 
THE DATE 


THE BEST OF THE MONTH AHEAD 


VOLUME \UGU/57 18 


At long last Mike Bithell’s next project gets its release this month. 
After making us become emotionally connected to simple 2D 
shapes in Thomas Was Alone, the creator’s now giving us stealth 
action puzzles with a futuristic Robin Hood overlay. There’s no 
one-hit kills in Volume, so focus will be on crowd control and 
getting through rooms without being caught by using a variety of 
tools. 


GEARS OF WAR ULTIMATE EDITION AUGUST 25 


With the multiplayer beta over and data crunched, the debut of 
Gears of War on Xbox One should provide a polished ballet of 
chainsaws and duelling teams as Epic’s sci-fi actioner gets the 
HD treatment. There’s also the meaty campaign that plays out 
like a horror-tinged 80s blockbuster as Delta Squad clash with 
the humanity-destroying Locust. 


m DEVIL’S THIRD |\GUs7 28 


Curiosity around this Wii U exclusive hinges on both the game 
itself and seeing studio expectation meet player reaction. Its 
creator Tomonobu Itagaki, continuing his streak as a 
controversial figure in the industry, has stated the actioner’s 
going to be a “breakthrough” for gaming and that poor feedback 
thus far from game previews can be boiled down to poor player 
skill and issues with trying to use the console’s GamePad to 
experience the game. It’s a title salvaged from THQ’s death. 
Should it have been left to rot? We'll find out in a few weeks. 


SUPER MARIO MAKER $1? 7\(BEA || 


The modding community get an official blessing from Nintendo 
as the company cracks open the backend DNA of its iconic 
platformer franchise to the masses. While there’ll be in-built 
challenges by Mario’s original makers (details of which are 
currently under wraps) the game will live or die on community 
creations, with customised levels using four different Mario titles 
as template designed and shared with other players around the 
world. We think we’re in for some amazing surprises. 


m TEARAWAY UNFOLDED §!?7E((2£8 |i 


The PS Vita’s much-loved among Gamereactor staff, and Media 
Molecule’s handheld title Tearaway delighted on release even as 
it saddened us that it didn’t get the audience or accolades it 
deserved. So we’re happy to see the concept - papercraft-style 
platformer with a unique twist on control inputs to interact with 
the world - get a second chance on PS4. The console joypad’s 
additional features, such as the Touchpad, in-built microphone 
and gyroscope sensor will see plenty of love for this game and 
make for a fun interactive experience. 
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DEVELOPER 


DAN PINCHBECK 


STORIE 


CHINESE ROOM’S CREATIVE DIRECTOR ON THE RAPTURE 


So the team’s finally wrapped on Everybody’s Gone to the Rapture. What’s 
the feeling in the studio? 

Good actually. At the end of development it’s always really tough as it always 
feels like you can only see problems and compromises. It’s really important to 
rediscover the game in that interim between finishing development and shipping. | 
think we’ve been able to look at it this week and go “yea, this is a really good 
game, we’re really proud of it”... It’s nice to have that moment to reflect. It’s 
something we didn’t have time to do between [Amnesia: A Machine for] Pigs and 
Rapture. Because we literally stopped Pigs on Friday night, started Rapture on 
Monday morning. 


So you’re going to need another year before you can look at it objectively? 
You always come off a project and go: “okay what worked and what didn’t...” The 
focus is more your own practices as a developer. We were understaffed for 
Rapture. It was very ambitious for the team. It’s open world. Shenmue 3’s creator 
[Yu Suzuki] said it’s impossible to make an open world game for under 10 million. 
We were like “uhhh, okay... Wish you’d told us that three years ago”. 


With the game, you need a bit of space, because inevitably you’re going to be 
critical. You shred it and learn from it. So the idea of shredding something that 
hasn’t even been released seems a little bit... It’s good, but because you’re 
thinking “how do we mine this thing for every single possible thing we can 
improve and take steps forward”. That process is always going to be critical. This 
is the point where you really should be saying “the important thing right now is 
making sure the team feel really proud of what they’ve done and be aware of their 
achievements”. 


Have you found even as you try and learn, that the new challenges that come 
which each project are blowing those preparations out of the water? 

We've changed so much as a team. There was 8 of us on Pigs, 15, 16 on 
Rapture. [Dear] Esther was a few people making a game. Not even a game really, 
a mod. A reskin... | guess we started off as a mod team on Pigs and by the end of 


it we were a game team. We weren’t really a studio by that point at all. 
So Rapture’s really been our first project as a professional studio, and 


that’s a huge thing. 


Where you guys surprised you had to pair up with Sony for Rapture, 
rather than the previous two titles had earned you the pedigree to 
get the funding to create what you wanted to do next? 

It was partly because Rapture has 15 people working on it. Do the 
maths. Dear Esther was successful, but wasn’t that successful. Even 
though Esther sold the better part of a million units, in reality that’s not 


CAREER 
HIGHLIGHTS 


Dear Esther 


Originally a free mod built on the 
Source engine in 2008, this 2012 
title has you exploring an island 
while listening to random excerpts 
from a series of letters written to a 
woman named Esther. 


Korsakovia 


Another mod, this free single 
player experience built on Half-Life 
2 has you playing a patient who 
may or may not be in hospital 
undergoing treatment, as you're 
under the illusion you’re exploring 
a series of dank environments 
rying to survive. 


A Machine for Pigs 


he studio’s 2013 release saw it 
roduce a sequel to Frictional 

Games’ survival horror Amnesia. 
Originally a mod for the first title, 
it grew into a full game. We'd try 
0 describe its story, but it’s best 
experienced for yourself. 


going to pay 15 people working two 
and a half years. It wasn’t just about 
the money but the production 
expertise. And trying to be sort of 
realistic, and not be arrogant about 
what we knew. We knew we were a 
good team, but we also knew that 
we’d never put a game out on 
console; we’d never been through that 
process. 


People said to us why we didn’t take 
more a risk and put it on PC. And the 
only response to that was, well, it 
might never have existed on PC. And 
it’s better that it exists, because we 
wanted to make it. And it felt like the 
right route really. It felt the right time. 


And to be honest with you, looking at 
where Steam is at the moment, it’s no 
bad thing to go to console when we 
did. Because when we come back 
onto PC, you’ve got more reputation, 
you’ve got more visibility. You’re not in 
that position where you’re struggling 
so hard to get the kind of traction on 
Steam that a lot of younger studios 
[have] that we talk to at the moment. 


Is this a one-off for console for the 
team? Or do you want to stay in 
this space? 

I’m a heavy PC gamer, a lot of the 
team are, and we feel affiliated with it. 
There’s definitely a lot of our fans are 
PC-based. So hopefully we’ll be back 
on PC. | don’t think we’d work 
exclusively on PC again; we’d always 
want a foot in the console space. But 
you get more experience. “We can 
make a multi-platform game” - | don’t 
think we could before Rapture. | think 
we’re in a position where we could 
now. That’s all part of the growth. If 
anything we’re cautious. Weirdly for a 
studio who people say takes really big 
risks in terms of game content, we’re 


“WE STOPPED PIGS ON 
FRIDAY, STARTED WORK ON 
RAPTURE MONDAY.” 


quite cautious in terms of our business model. Let’s make sure we can 
do this before making promises. 


With Esther, with Pigs, with Rapture, is there a consistent through 
line in all these projects in terms of creative ideas or are you 
taking these ideas as they come? 

There’s a real core Jessica [Curry, director and composer] and | have 
always shared. It really boils down to on one hand, we want to make 
the games we want to make. We’re really passionate about that, and 
we’re really lucky that we’ve been able to find space where we can 
make the games we like making, and other people like what we do. 
And that’s not a given. But we haven’t had to compromise artistically 
which is really fantastic. | think we’re both really interested in telling 
stories, in the emotional experience and saying this is about putting 
you into a world where there’s amazing experiences to be had, and 
kind of focusing it around that. 


Jess was a film composer before she worked in games, so she’s 
trained for that very lush cinematic, very emotional space. and the 
other place it comes from is that | just love first-person games. | played 
Doom when it first came out in January 1993. and that was it. | was 
done. | just really remember a friend in university, who lived in the same 
halls of residence, came steaming into my room at midnight and said 
“you’ve got to see this”. That was me for life really. 


Was it the sense of immersion that captured you? 

It throws you into the world with an intensity, and | love other games, 
but nothing gives you the rush of a first-person game. Nothing. And 
that is so interesting to me. | love that sense of it. It’s why I’m 
cautiously excited about VR, but very cautiously. Because the potential 
for that is amazing, if it works. That’s the big ‘if’ around it. | love the 
idea that you’re in that world and the gap between you and the world 
you’re in is so thin that that’s just inherently really exciting. 


What’s the last game gave you that emotional punch? 

The game that took me by surprise more than anything else in the last 
couple of years was the last Wolfenstein game. It was brilliant at what it 
did. It’s a fantastically designed shooter, but | remember halfway 
through the game thinking: “fucking hell, hang on a minute. | really care 
about these people”. | didn’t expect that. It’s so well written and the 
voice acting is so good that it actually manages to do something that 
should just be a big dumb shooter. 


| think that’s really interesting that that came through when you got a 
lot of adventure games taking themselves very, very seriously, and 
really have something to say in capital letters and make sure that you 
understand they’ve got something to say. Very earnest. Very self- 
consciously dark and about the human condition. And Wolfenstein 
turns up and you’re double-shotgunning Nazis in a submarine, but you 
actually give more of a shit about the characters in that game than 
games that have been going “it’s very important you care about these 


characters all the way through”. It’s really interesting. 


The forced manipulation makes them feel disingenuous. 

I’ve a real problem with it. | can’t wait for morality decisions to be booted out of 
games. They’re usually so crass and clumsy. I’m so bored of being told whatever 
choice | make has a negative reaction to it. You think “fucking hell, | get it. | know”. 
I’m a huge fan of Far Cry, but it wound me up so much that no matter what you do 
the game does “ah yes, but have you considered this?” Yea, but actually | was just 
harpoon gunning a snow leopard. I’m shooting endangered species at the moment. 
You can’t constantly tell a player how they should ethically engage with stuff. It’s 
just forced. It doesn’t work. 


Jessica’s done the music for Rapture... 
She audio directs all our stuff. 


How important is it to have that in-house? 

Hugely. We’re quite flat as a company, a really open culture where anyone can 
pitch ideas or question what’s on the table. And we’ve really worked hard to create 
that and maintain it. We wouldn’t have been able to make Rapture with the team 
size we had unless we had that studio culture. The fact that obviously Jess is co- 
creative lead on it, she was there from day one, we were talking the whole way 
through. She’d be able to produce sketches of music because we talked so much 
about the atmosphere that we wanted to create. And when I’m writing scripts I’ve 
got music written up that | can work with, or when we’re greyboxing, there’s this 
process of going round in genuinely iterative loops that include voice acting, 
environmental art, music...and what that does is make you able to drill right down 
into that very holistic way of working. You can get to places you couldn’t get to if 
you did a project and then went “now | need music”. Being able to say we’ve got 
music feeding into this from one side, concept art feeding in from the other... you 
can only make the vision stronger. but it also means everyone is brought into it and 
understands it at a very deep level. 


Would it be hard to pick out a memorable moment thus far? 
A good or bad one? [laughs] 


Both. 

In terms of low points, it’s not a point, but a patch. The third quarter of 
development is tough, because you’re not making creative decisions any more, 
you’re making compromises. And you’ve a wall of bugs, and it’s just chip, chip, 
chip away at this. And that’s probably the hardest place to be. Everyone’s really 
tired, you haven’t really got that adrenaline. You’ve just got problems in front of 
you that you’re just trying to mitigate or fix where you can. That’s when you’ve got 
to believe in what you’re doing. So just before pre-beta, for anyone. 


Highs? It was great to take Rapture to E3 this year and go hands-on. Watching 
people sitting down and thinking “they’re playing this, they’re really playing this”. 
And they’ve been there for 20 minutes and they’re really into it. And you get that 
glimmer, and you go “you know what? | think this is going to work”. 


Is there shrine dedicated to your past glories at home or at work? 

[laughs] No, but | want to make one now. We've been really bad at archiving our 
work, which | suspect is true for most game studios. We are making a concerted 
effort to be better. | haven’t played Esther or Pigs since they came out... We're 
trying to get better at it. Because you realise that actually it is big chunks of your 
life. It’s two years of your life. 


It feels like your studio’s lacking adornment. 
We've always said we need a six foot five glass avatar at our front door. You’re not 
a proper studio unless you’re got one of them. 


Do you have an industry figure that you admire? 

I’m a huge fan of Amy Henning’s work. Loved the Kain games, loved Uncharted. In 
terms of a vision for a series... | heard her talk at GDC, she was talking about the 
importance of escapism and that B-movie entertainment. It was really nice. We 


"ITS NOT CREATIVE 
DECISIONS ANYMORE. IT'S 
MAKING COMPROMISES.” 


make serious games but | see them as entertainment products, and | think 
it’s really important that games have that function. And she has a vision | 
really admire. I’ve even been lucky enough to meet her a couple of times 
and she’s just such an amazing, really generous person. 


Warren Spector, who | also heard talk at the Game Developers Choice 
Awards. He said if he got an award he wanted to talk about his team. And 
he went up and talked about the people he worked with - down to the 
juniors, down to the interns. He was saying it’s really not individuals that 
make games, there is no star system, you have to get away from that. 
And I’ve a huge admiration not just for the games he makes but how he 
makes them. They’re the two people more than any other | go “if | can get 
to the point where | can look back and have that kind of track record both 
in terms of the games we made but also being known and respected for 
someone that’s made games in a certain way, that’s a good place to be”. 


What’s the road map ahead? Any hints as to what’s to come? 

Not at this point. | think what’s really important to us is it really feels like - 
we talked about this a lot during Rapture - not just with Rapture, but with 
Ethan Carter [and others]...the kind of walking storytelling game is really 
evolving. It’s diversifying, it’s becoming much more sophisticated. We’re 
not going to rest our laurels. We’re going to push things further than we 
have done with Rapture. We got some really exciting ideas... there’s 
possibly completely insane ideas we want to try out to see if they work. 
With a game like Rapture, we’ve gone probably as far as we want to go at 
the moment with that sort of pure exploration story game. Certainly open 
world. We want to do something a little bit different. Have some fun. 


Fun? 
Yea. Make something different. | think we’ve made three very, very dark 
games. | think it’d be nice to make something that’s a bit lighter. 


Everybody’s Gone to the Rapture is out on PS4 on August 11. 


REVIEWS 


ROCKET LEAGUE 
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ocket League proves that a brilliant idea perfectly executed can be as powerful as 

a blockbuster budget or a 60-hour plus campaign. In the past month, it’s the game 
that has cropped up most in conversation amongst game-playing friends, and our 

Facebook feeds have been populated with videos showcasing amazing goals. 

The concept takes football and marries it to stunt cars as the chosen sport of the future. 
The game's greatest strength is its simplicity. There's remote control-like cars, there's a giant 
ball, there's a goal. Car hits ball into goal. Simple. Well, it would be, except for multiple 
rocket-powered cars hurtling around the arenas tends to cause chaos, and often matches 
descend into violent ramming attacks and opportunistic goal poaching. It doesn't matter 
though; it's all fun and games. 

There's a selection of game modes, and we'll start with the solo activities, as they're a nice 
warm up to the main multiplayer event. First up - once you've got the training modes out of 
the way - there's the standard exhibition mode, and in that you can practice matches from 
1v1 through to 4v4. The lower the headcount, the more straightforward the match, and so a 
one on one is pretty tame when compared to the chaos of a four on four game. In the former 
it's more about individual skills, while in the latter it's about taking advantage of the on- 
screen carnage and grabbing the moment to score when it arises. 

There's also a seasons mode, where you'll set up a team and play in a mini-league, with 
the winners then entering into a knock-out playoff before the champion is announced. Both 
single-player modes are nice distractions, a way to spend a few hours, but it's the 
multiplayer that really stands out in Rocket League. 

Using the points you earn for competing in matches, including actions within each match 


A PSYONIX PUBLISHER PSYONIX OUT 7 JULY 


such as making saves, setting up your teammates, or, you 
know, scoring a goal, you can earn points that bump up your 
level and you can unlock customisation options that allow you 
to personalise your cars. But at the end of the day the playing 
field is level, and it's about the skills you bring to the game. 

Even if bots have to be drafted in to make up the numbers, 
it’s still a well-balanced game. Matches are tense, but ultimately 
they're enjoyable, often even when you lose. This most notably 
when you jump into split-screen mode. It's during battles for 
possession that the simplicity of the mechanics makes way for 
the nuanced tactics that can be employed by a confident 
player, with rebounds and passes between teammates and 
angled shots all quickly becoming an integral part of every 
player's repertoire of tricks. 

We've really enjoyed our time with the game thus far - even 
the solo matches when servers were down - but our only (very 
minor) concern comes regarding longevity; it remains to be 
seen if the game has the hooks to you keep you playing 

regularly beyond the first couple of weeks. But short 
or longterm, Rocket League offers fantastic 
multiplayer fun, so much so that it makes for an 
easy recommendation. 


GOD OF WAR Ill: 


REMASTERED 


SYSTEM PS4 GENRE ACTION DEVELOPER SANTA MONICA STUDIOS PUBLISHER SONY OUT I7 JULY 


he God of War series has been one of Sony's 

strongest over the last decade, and it took the 

brilliant The Last of Us to knock God of War Ill off 

our top spot for favourite PS3 game - until then 
Kratos had towered over even the Helghast, Nathan Drake 
and Yamauchi. So it’s one addition to the ever-growing list 
of remasters that we welcome as the third entry gets the full 
HD treatment with its leap onto PS4. 

This third game offered some of the best boss fights and 
weapons of the series up to that point. It was also the most 
polished, most responsive and most satisfying of the three 
titles. It offered an obscene amount of violence and blood 
filtered through a fantasy epic as gods dueled. It's a 
thoroughly entertaining journey that's almost primal in the 
way it satisfies, and so good were the twists and turns that 
took us round each and every corner, it was hard to put 
down the controller. It's Devil May Cry's stylish combat 
overlaid with cinematic fervour and Clash of the Titans- 
infused magnificence. 

The bosses, one of this franchise's highlights, are 
exceptional here, marrying epic scale with great mechanics. 
Personal favourites include the battle with Hades, which 
feels kinetic and meaty, or Cronos, a boss bigger than any 
that's come before yet the studio manages to make a 
workable fight out of it. More’s the pity that the studio 
seems to lose its lustre as the story cannons towards its 
climax. The final battle with Zeus sees the creative fire that 
burned so bright for the game's first two acts fizzle out in its 
third. While the fight doesn't measure up to what's come 
before, it's also crippled by the need to hammer home the 
message that justifies Kratos' rage and anger. 

The first game had classic Greek tragedy stylings, a 


general who goes on the warpath after 
suffering great personal loss only to be 
gripped by repentance when he realises 
peace of mind will never be found. A 
touching story deftly executed amid the 
violence. It's tossed aside for the sequels, 
and while there's entertainment in the 
violence and spectacle, the story lacks heart, 
so when the writing turns to touching on 
forgiveness and hope, it clashes badly with 
the previous hours of slaughter. 

But: entertainment. Poor story beats aside, 
God of War Ill is still lavish in its offerings of 
engaging spectacle and extravagant 
excitement, and that's something that hasn't 
diminished in the intervening years between 
the original release and this version. 

But the package offered is sparse. You’ve 
Photo Mode, but little else. The 1080p, 
60FPS upgrade is nothing to scoff at, given 
the PS3 version jumped between 30 and 60 
constantly, but the game looks little different 
from how we remember - though the original 
is still impressive even today. 

We'd have been more welcoming if this 
was all the previous titles - something that 
makes the upcoming Uncharted Collection 
so appealing. This’ll only cater for those 

GoW fans who missed the PS3 
trilogy finisher. Newcomers will 
feel lost in the story, veterans will 
want the complete saga. 


3D STREETS 
OF RAGE Il 


SYSTEM SDS GENRE ACTION DEV SEGA 
PUBLISHER SEGA OUT 23 JULY 


his is the latest project in a 

series by Sega that sees it 

converting classic titles into 

3D for Nintendo’s handheld. 
While some of the previous works need 
personal nostalgia to fully enjoy them 
beyond the novelty of the 3D effect, 
Streets of Rage II was, and continues 
to be, a fantastic title that’s worth the 
return trip (and cost). If you’re looking 
for a portable version of the Mega 
Drive side-scrolling beat’em up, you 
can finally delete that mobile take off 
your phone. This proves you need 
physical buttons to fully enjoy the 
feedback - and pull off the moves - 
when cleaning up the streets on your 
journey through the city either alone or 
with a pal. 

The remapping of the original three 
button control works as you’d expect, 
though the face buttons are supported 
by a trigger shortcut to pull off each 
character’s rear attack - something that 
still feels fiddly with the compact and 
smaller 3DS face buttons. Sega offers 
the option to customise your controls, 
and even lets you toggle between the 
international and Japanese builds of 
the game (Bare Knuckle Il, as its 
known in the east) as well as normal or 
classic screen modes (the latter 
lovingly blurry and stretched as if it 
was the 90s all over again). 

There’s a fun remix of sorts in Rage 
Relay, which switches over your fighter 
to a new character on their death, 
letting you rotate through all four of the 
cast, though we might imagine it could 
have been fun if the switch happened 
come each new section of every multi- 
staged level. The studio does toss in a 
replay mode though for you to watch. 

The 3D effect adds to the experience 
so much it’s worth playing again even 
for those of us who have completed it 

countless times, That, and 
to enjoy the timeless 
music and satisfying feel 
of fists on flesh. 
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HER STORY 


GB SYSTEM IOS PC GENRE ADVENTURE DEVELOPER SAM BARLOW PUBLISHER SAM BARLOW OUT 24 JUNE 


his found footage-style murder investigation title is markedly distinct from the wave 

of recent game releases. Unique even, and much like Rocket League shows that a 

low-budget indie with a cool idea can be as immersive as big-name franchises. 

The game’s conceived and created by Sam Barlow, writer on two Silent Hill titles, 

Origins and Shattered Memories. Here, Barlow sketches out a tasty crime story built entirely 
on the consultation of a huge police video archive, which contains footage from several 
interrogations of a young English woman related to the murder case of her husband back in 
1994. Our task is to find and store the various clips, using gradually more elaborate 
keywords in an attempt to solve the murder case by combining the information we gradually 
acquire. To find the videos that we need, we use a search engine on a computer the 
operating system of which mimics Windows 95. 

At the beginning we have only a few video clips, but as we listen to the answers given by 
the woman during her interrogation, we try to understand what kind of keywords will let us 
dig deeper into this murder case. At first, we are forced to use a rather basic approach, with 
keywords as simple as "husband", "murder", "alibi". But as we gradually refine our research - 
thanks to the discovery of new details emerging from the various interviews - we can finally 
extricate more files from within this archive and discover new information that allows us to 
shed light on the complex story underlying this murder. 

The non-linear narrative structure present in Her Story is probably one of the most 
fascinating aspects of the whole project. It gives the player complete freedom in how to 
conduct their own investigation, and because of it every game is different from player to 
player. There isn't a right way or final conclusion; it depends exclusively on how you decide 


to proceed in the reconstruction of story, clip after clip. And 
that's why, in fact, Her Story becomes Your Story, in which the 
player and their intuition are continuously encouraged to 
understand and research the truth behind this unusual murder 
case. 

In order to understand how many clips are still missing until 
we resolve the case, or simply to see if the string of words will 
lead us to discover a new one, we have a helpful Database 
Checker, which visualises the collected clips into a coloured 
grid. Red clips are ones you’ve yet to discover, green are those 
you've found and yellow are clips you’ve yet to extract the 
proper info from. 

There’s a nice retro polish to the entire game. All the clips - 
played by actor Viva Seifert - look like they’re being run off 
some old VHS tape, while the computer interface you interact 
with has the feel of an older operating system. 

Charming, cryptic, mysterious, intriguing. Her Story combines 
the best of TV crime series - something that reminded us of the 
highly acclaimed HBO series True Detective as the 
plot focuses on the characters rather than the 
murder itself. It’s a highly appealing and interesting 
and experiment that we can strongly recommend. 


JOURNEY 


GE SYSTEM PS4 GENRE ADVENTURE DEVELOPER THATGAMECOMPANY PUBLISHER SONY OUT 21 JULY 


t’s the second PS4 remaster in this month’s 

review roundup, yet as God of War Ill proved it’s 

still worth dusting off the best the PS3’s has to 

offer to a potentially new audience. As even with 
some games making the new-gen leap that are a few years 
old now, their quality is still unquestionable. And this title is 
still able to spellbind us on our return to the desert. 

Thatgamecompany’s third PS3 title after Flow (one of two 
games for the console that work really well with the pad’s 
in-built gryo-sensors) and Flower (the other game) was 
something of a revelation when it first released. Sparse, 
short, but beautiful and - whisper it - emotionally-charged, 
the simple tale of a traveller journeying towards a far away 
mountain was open to multiple interpretations. As much as 
the Harold Ramis’ flick Groundhog Day generated talk on 
philosophy, religion and rebirth, so to did Journey make 
some wonder if it was an artistic commentary on life and 
what lies beyond. For others, it was just a very fun hour or 
so exploring sand dunes, tracking down hidden secrets and 
being dazzled by the visuals. Neither group is wrong. 

It’s a short game, and, spotting collectibles aside, not 
particularly taxing. Only a third act jaunt through a darkened 
cave system and into the snow-hammered mountain peaks 
do you encounter any real danger, in the form of strange 
flying sentinels that’ll attack on sight. Yet that’s not to say 
the game’s without challenge. It just subtly suggests and 
slowly starts to enforce the notion of the trials that come in 
trying to reach the mountain’s peak. 

The initial sand dunes are easy to top, your scarf lightly 
playing in the breeze. For the opening act, all is playfulness. 
Sliding down the other side of the dunes, absorbing the 
energy of fluttering fabric half-buried in the sand to charge 
your scarf and enable you to fly for a limited time. Explore 
ruins, encounter strange flyers, half magic carpet, half fish 
and created from the same fabric that you wear around your 


neck, that'll lazily float around you as you 
walk ever-onward. But the natural landscape 
will start to change. You’ll spiral behind hills 
and be plunged into shadow. Stealth through 
underground walkways. Soon the reality of 
what you first thought were markers to direct 
you actually are, and as you start on the 
mountain’s peak, storms will whip at your 
clothing and each step becomes a painful 
push to make it that bit closer to your goal. 
The joy of childhood to the struggles of old 
age in just over 60 minutes. 

Depressing? No: uplifting. As it was in 
2012 so it’s true in 2015; it’s hard to play the 
game and not feel eyes and smile widen. It’s 
not going to crack the shell of a cynic, but 
neither does it feel like its consciously 
playing on player emotion. 

Arguably because of the lack of interface 
beyond a one-note vocal expression and the 
inability to otherwise interact with another 
player’s character, co-op in Journey has 
seen us joined by supportive strangers. The 
game randomly pairs you if online to anyone 
playing and entering the same area as you. 
In return journeys, we’ve had people working 
with us to solve puzzles, point out secrets or 
just sit and wait on us as we finished a trawl 
through each area. It heightens the climax of 
the adventure, as characters who previously 
leant into each other to charge their scarves 

now come together for basic body 
warmth. In the era of competitive 
multiplayer, it’s an experience 
still unique and worth savouring. 


PAC-MAN DX 
EDITION 


SYSTEM ANDROID IOS GENRE ARCADE DEV BANDAI NAMCO 
PUBLISHER BANDAI NAMCO OUT 23 JULY 


he Championship Edition DX 

T of Pac-Man, a neon-tinged 

take on the arcade classic, 

was originally released on 
XBLA in 2010, Windows Phone the 
year after and Steam two years ago. 
It’s only now making its way to iOS 
and Android devices, giving us the 
perfect excuse to put the title through 
its paces again. 

The game divides its trio of modes 
across multiple courses, these and 
additional challenges needing to be 
unlocked through play. Most of these 
are different Time Trials, asking you to 
collect Fruit, appearing at the end of 
fully-gobbled dot lines, before the timer 
counts down. You’ve Ghost Combo, as 
you try and munch as many Ghosts as 
possible in a short time. 

But the real hook is the Score Attack. 
It starts out fairly basic - each course 
has a small number of dots to chomp 
on, a couple of Ghosts to avoid. But as 
you clear the dots a pixelated wave 
washes over the screen, updating the 
layout with ever more complex dot 
patterns and an increasing number of 
Ghosts. The speed starts ramping up 
and the difficulty starts spiking. 

It’s frantic stuff, but with the course 
timers measuring in 3, 5 minute spurts 
(and some Time Trials are around the 
30 second mark) it fits perfectly to 
mobile play. Controls are basic, swipes 
in any of the four directions to alter 
Pac-Man’s route (and a two-finger 
pinch out activating bombs) means this 
works fine for one-handed play. There’s 
an in-built moment of slo-mo when you 
come close to a Ghost, and there’s a 
generous hit-box so you can squeeze 
past Ghosts to make round corners to 
safety. Both are crucial in making the 
game feel fair on mobile - touch input 
just doesn’t feel as fast as a click of a 

stick or pad. 
It’s still a great modern 
refresh of the classic and 
worth the asking price. 


~1) DBOOTAO 


GODZILLA 


SYSTEM PS3 PS4 GENRE ACTION DEV NATSUME OUT 7 JULY 


Capturing the B-movie feel of the original monster 
mash flicks but lacking any of their enjoyment, 
this title avoids the recent big-budget Hollywood 
version for a trawl through Godzilla’s iconic foes 
as you fight in small arena-sized cities. Combat’s 
repetitive and even with the slow pace you’ll be 
through the game in a matter of hours. The 
multiplayer mode is online only, a big mistake as 
any real enjoyment would come from some late 
night battles during a local gaming session. It’s 
very hard to recommend this even to 
(3) fans. Track down the Gamecube title 


Destroy All Monsters Melee instead. 


SPECTRA 


SYSTEM PC XBOX ONE GENRE RACING DEV GATEWAY INTERACTIVE OUT 17 JULY 


Spectra's a decent high-score chasing arcade 
title having you duck round barriers and collect 
gold cubes as you race along neon-infused tracks 
backed by a stellar soundtrack provided by Super 
Hexagon's Chipzel. There are 20 courses in all; 
the basic 10 as well as tougher remixed versions 
to be unlocked. It’s a simple concept that 
unfortunately doesn’t embed anything extra into 
the experience - courses look visually identical - 
to keep you coming back once the tracks are 
completed. It’s a decent first stab by the 
(6) new studio, but hard to recommend to 


anybody but genre enthusiasts. 


FI 2015 


SYSTEM PC PS4 XBOX ONE GENRE RACING DEV CODEMASTERS OUT 10 JULY 


This year’s entry into the F1 series lacks the game 
modes we’d come to expect. There’s no option to 
create your own Career, no Rivals mode, no 
Classic, no split-screen. It may be more visually 
impressive, but it feels lightweight when 
compared to F1 2013 which was, is, the most 
comprehensive racer in the franchise to date. 
Rather than growing since, it feels like the series 
has come to a standstill. Codies has proved it has 
the skill set to make a fantastic racer that’s true to 
the F1 and matches fan expectation. 
G) Sadly this isn’t that game. We await next 


year’s iteration with interest. 


TEMBO THE BADASS 
ELEPHANT 


SYSTEM PC PS4 XBOX ONE GENRE ACTION DEV GAME FREAK QUT 17 JULY 


Pokemon’s creator takes an elephant-sized step 
into a platforming action adventure that’s got 
classical gameplay stylings overlaid with modern 
visual aesthetics. Tembo's able to use his natural 
abilities - ramming junk with his tusks, crushing 
enemies under his weight, and putting out fires 
with a spurt of water from his trunk - to tackle 
each of the multi-part levels as he tours the world 
trying to clear it of invading aliens. It's an easy 
recommendation for fans of the 90s-inspired 
platform genre, even if there's nothing 
(6) here that'd really capture the imagination 


of anyone else. 


OPERATION ABYSS: 
NEW TOKYO LEGACY 


BB SYSTEM PS VITA GENRE RPG DEV EXPERIENCE INC OUT 5 JUNE 


This old-school Japanese dungeon crawler is far 
from the light-hearted JRPGs that usually manage 
to make it over to these shores. You explore 3D 
dungeons - with no maps to aid you - from a first- 
person perspective with a team of adventurers 
whose stats you can freely tinker with to 
customise your chosen playstyle when entering 
turn-based battles on encountering enemies. It’s 
a tough trial, but there’s some modern touches 
with default character sets, to make sure it’s at 
least accessible to newcomers. It’s rare to 
(8) see such top quality genre titles in the 


UK, so grab it. 


THE ELDER SCROLLS: 
TAMRIEL UNLIMITED 


SYSTEM PC PS4 XBOX ONE GENRE MMORPG DEV ZENMIAX OUT 9 JUNE 


Over a year on and Bethesda’s MMO take on the 
Elder Scrolls series quests from PC to console, 
carrying with it all the tweaks and changes the 
game’s seen over the past 12 months as it was 
tested by its first wave of heroes. Mapping 
controls to the joypad has worked brilliantly, and 
the voice chat by way of player proximity has 
promise, though has issues when areas aren’t 
populated enough by other characters. While the 
story’s still slow to take off, we’ve got a better 
idea of where it’s going with a year’s 
(8) worth of quests available. Tamriel’s 


managed to immerse us with its charms. 


The times, they are a-changing when it comes to Destiny. Bungie’s sci-fi 
shooter is fast approaching its first full year out in the wild. When The Taken King 
lands on September 15 we’re going to get a fulsome expansion for last year’s 
online offering, and it’s coming complete with a new campaign, a new enemy, new 
sub-classes, new maps, new weapons. New new new. With a game like this, 
where players obsess over every detail, revisit every set-piece multiple times, and 
quickly develop an encyclopaedic knowledge of its inner-workings, new is most 
definitely good. 

Our main adversary in The Taken King - Oryx - brings with him an army of 
twisted enemy types, variations on what we’ve been fighting since last year. Taken 
enemies are imbued with a ghostly, zombified vibe, familiar foes that come with 
different abilities. So far we’ve seen the new-look Cabal, Centurions and self- 
replicating Psions that swarm over any player not fast enough in dispatching 
them. It'll be harder to know what you’re up against at any given moment, almost 
like a Nightfall mission with its burn modifiers. It should, however, mean more 
variety and more challenge; a vanilla experience to keep players guessing. 

It’s hard to gauge exactly what we’re going to get in terms of narrative, but the 
early signs are that there’ll be a good chunk of story for us to get our collective 


MOURY 


Update 2.0 will be landing just 
before the expansion, and it'll 
bring with it some far-reaching 
changes, most notably relating 
to the game’s arsenal of 
weapons. Standard firearms 
are getting tweaked across the 
board, and several popular 
exotics are to be rebalanced. 


teeth stuck into, and who knows, maybe Bungie will 
continue the upwards trend in quality that we’ve seen since 
the last expansion, House of Wolves. At the very least we’re 
certainly expecting something more polished than the 
original story campaign. We've been told that we’re heading 
to the moon above Mars, Phobos, and that much of the 
action is going to take place in a new environment, Oryx’s 
Dreadnought. Still, story is only one part of Destiny, and 
players will rightly want new Strikes to sit alongside the 
campaign missions, as it’s these team-based co-op activities 
that PvE fans will find themselves playing most often, thus 
throwing new content into the rotation will undoubtedly be 
appreciated. For many the most important announcement of 
them all was the confirmation that there’s going to be a new 
six-player Raid in The Taken King, this one set on the 
Dreadnought and more puzzle focused than what we’ve 
seen before. 

There’s new sub-classes for each of the three classes, with 


fresh avenues of specialisation open to Titans, Hunters and 
Warlocks alike (See sidebar for more details). Every player will 
be able to level up and tinker with a new build, with options 
built around an alternative element they’ve not had before, 
something that will of course change the flavour of both PvE 
and PvP gameplay. Given the amount of repetition that the 
Destiny faithful subjects themselves to, perhaps it’s the 
introduction of these new sub-classes that’ll have the most 
profound effect on the overall experience. 

One new multiplayer mode, Mayhem, promises everything 
that the name implies. This playlist offers faster charging 
supers, grenades, and heavy ammo. Meter-filling orbs will 
drop left, right and centre, thus causing supers to charge up 
even more quickly as players hoover them up. Expect things 
to escalate quickly and the turnover to be high, although 
we’re not sure how balanced it’s going to be. Rift is another 


new multiplayer mode, and it sits somewhere between Call of 
Duty’s Uplink, classic capture the flag, and some of Bungie’s 
more unique objective-based modes from their days working 
on Halo. The map roster is another area that’s getting an 
injection of content, with multiple new arenas to fight across. 

All in all it sounds like a healthy expansion. However, we’re 
still left with the feeling of being shortchanged. Most notably 
there’s the small matter of the pricing disparity that sees UK- 
based players paying £39.99 for the same content that their 
American cousins are paying closer to £25 for. It’s a barrier to 
entry when the point of an expansion like this, as Bungie has 
previously pointed out, is to bring players together and 
breathe new life into the game. We'll be talking to the studio 
about that, the future, and the evolution it’s seen since launch 
in next month’s issue when we mark Destiny’s first year 
anniversary and chart its journey thus far. 


VENGEFUL FATHER 


Oryx is pissed after we repeatedly 
killed his son at the end of Crota’s 
End. Now he’s paying us a visit, and 
he’s bringing his corrupted army with 
him. Using the Darkness he’s twisted 
Fallen, Hive, Vex and Cabal enemies, 
bending them to his will. 


NIGHTSTALKER 


Hunters are getting crowd control 
options thanks to a new grenade that 
forms a defensible wall. A hit with the 
new bow will see wires spring forth 
and slow down nearby enemies, 
while melee attacks deliver a 
customisable smoke grenade. 


SUNBREAKER 


Things are hotting up for Titans with 
new grenades that will unleash 
waves of fire on their opponents, the 
Hammer of Sol that offers Golden 
Gun-like one-hit-kills via flaming 
throwing hammers, and there’s a 
new melee attack called Sunstrike. 


STORMCALLER 


With lightning at their fingertips, 
Warlocks are going to be able to rain 
down electricity on their foes. 
Grenades attacks will call down a 
localised lightening strike to 
devastating effect, and there’s a new 
electric melee attack to complete the 
trilogy of lightning powers. 


5 WELCOME BACK 10 HELL AS A CLASSIC IS RESURRECTED 


FORMAT PC PS4 XBOX ONE Dev ID SOFTWARE Publisher BETHESDA Release 2016 


Wz 


DOOM. It’s the name that you think of only in capitals. The game that 
legendarily was banned from offices worldwide for grinding work to a halt as 
staff got sucked into multiplayer matches. The game that even today sends a 
shiver down the spine to think of it. 

But it’s also the series that potentially could have most trouble acclimatising 
to the modern shooter world, one that’s now blended so richly with RPG 
undertones, shared world experiences, rich stories, XP upgrades and fancy 
gadgetry. Doom’s run and gun simplicity was brutally beautiful in the 90s, and 
offered a welcome variant to the emerging cross-genre of its peers in 2004’s 
Doom 3. But come 2016 and this new Doorn’s release, it’ll be 12 years since 
the industry, a few indies aside, has experienced a Triple-A shooter this lean. 

And that’s exactly why it’s so exciting: the purity. The game will come 
preloaded with campaign, multiplayer modes and the ability to craft your own 
maps, but the core experience that runs through everything is still that 
requirement for perfect weapon-juggling, speed and swift reactions. Whether 
combating the hordes of Hell or other marines, Doorm’s relentless. 

The E3 reveal demo at Bethesda’s conference may have favoured slower 
pans and simple enemy group engagements, but that was to allow the eye 
time to linger on what’s different, what’s the same. To study the reinterpretation 
of iconic enemies and the architecture - we’re back on the Mars base, and at 
some point, Hell - get a feel for the returning weapons, to soak in the new 
brutal melee finishers (as Bethesda’s Pete Hines pointed out, Doom is a game 
“that definitely embraces over the top violence and tries to do it in a way that’s 


fun”). It looked slow because the studio needed to make sure the audience 
watching worldwide could see what was on screen. At an afternoon’s session 
of the game’s multiplayer at this year’s QuakeCon, we can attest that the 
game’s got a need for speed. And it’s not twitch-based either; adherence to the 
old-school rule set suggests Doom will offer a true even-playing field that’s 
more akin to its origins and the earlier Halo titles than today’s grind to win 
fraternity. 

Not that it was always going to be that way. In post-reveal interviews, 
Bethesda admitted the process to a classic Doom sequel was a rough one, 
and id Software were swayed - likely in both accepted mechanics and game 
sales - by the current genre kings in designing what was originally Doom 4 
when it was announced back in 2008. What was first conceptualised over the 
subsequent years simply didn’t feel like a Doom game. Hines even noted that 
at one point that version had you heavily using cover. “For Doom it just doesn’t 
feel right,” Hines admitted. 

So, out goes all that work, and the project starts afresh. The need to visualise 
what made Doom, well, Doom. It’s unknown whether the viability of such a 
creation in today’s market was in question, but after the announcement 
reaction and our own hands-on experience, it seems - so far - that the ballsy 
choice, the one that flies in the face of convention, was the right one to make. 

And this new-gen Doom is tapping into some emerging ideas that, funnily 
enough, are just reinterpretations of what the series has been doing for over 20 
years. Doom’s mod scene has been active since day one, crafting new maps 


IT'S THE PURITY THAT EXCITES. WE 
HAVEN'T HAD A GAME THIS LEAN IN 
ITS EXECUTION IN A LONG TIME 


and Episodes - news of new takes are still being reported today. 

This new iteration will come bundled with Snapmap, its own map 
creator that’s designing easy-to-use tools for players to create their 
own levels and modes, and share them with others. Customised 
creations in games are something we’ve seen over the last few years, 
but the idea seems to be hitting a new stride as newer titles look to 
sustain interest well beyond launch through an active community and 
easily accessible ‘new’ content. When id Software asks you whether 
you can do better than it’s level designers, it’s a shrewd challenge as 
expectation is the response will build a thriving community. With 
potentially hundreds or thousands of levels being designed, a lot will 
hinge on how Bethesda craft the interaction with this content, making 
it easy to find the best examples of player creations out there. 

The campaign beats, other than the broadest of strokes, are 
currently a mystery. Multiplayer, not so much. 


MULTIPLAYER 


We now know that E3 demo was lingering, a slower pan of all that 
Doom will offer, because of what we experienced at this year’s 
QuakeCon. Prior to sitting down in front of a machine to finally get to 
play what Bethesda had until then teased, we had questions. It’d be 
truer to call them concerns. Specifically how do you change a classic 
to fit modern expectation without losing the essence of what made it 
a cultural milestone in the first place? One of our biggest worries 
before we got hands-on with Doom was how it would feel. Almost 
every FPS nowadays has a strong tactical component, in-built time to 
consider your strategy. Compared to Doom, that time feels laboured. 
We quickly found out that this wasn’t the case here. What we had 
here was a modern-looking shooter with a 90s temperament. 
Encounter an enemy and there can be no hesitation. You need to be 
agile, quick-witted. In short, this was a bloody good time. 

It's a title that knows its roots, capable of bringing you back to 
those simpler 90s-style dynamics that were laid down as the 
foundations that the entire shooter genre would be built upon. But 
this offering from id Software isn't only a tribute; it takes enough risks 
to justify its return. 

At QuakeCon's 20th anniversary in Dallas we had access to one of 
the multiplayer maps. Considering there were six players per team, it 
wasn't a very large arena. Compared to other games like Titanfall or 
even some of the more expansive arenas in Destiny, it felt even 
smaller. However, the map was just about big enough that you had to 
actively seek out your enemies. It fitted perfectly with the kind of 
game that Doom is. 

And that's not to say that there isn't something more cerebral on 
offer here, and much of the map's quality lies in the various tactics 
players can employ. First of all, each of its areas offer a lot of 
verticality. There are always two or three different floors from which 
you can attack, and thanks to the double jump and elevators, it's very 
easy to ascend and descend. There's nothing like pouncing on an 
enemy and ending them with a single hit. 

Likewise, both short range and long range weapons are viable. 
Some areas are enclosed enough so as to favour the shotgun, but 
there are also wider places where the rocket launcher is way more 
useful. In fact, this was the most popular combination amongst 
QuakeCon attendees; it's not the best, but it's the most accessible 
when you start out. 

One of Doom's strongest elements is that there are no secondary 
weapons. If you choose a ranged weapon, your second weapon 
won't necessarily be a handgun or a submachine gun; you can equip 
heavy armament in both cases. The key here is finding the balance 
and a combination that fits with your play style. If you choose one of 
the machine guns, it is highly advisable that you aim for a second 
weapon that's more straightforward, but ultimately it's up to you. 

The demo allowed us to choose between the standard frag grenades 


and a teleportation portal. 

The latter can be a key tactical option if used 
carefully. Once launched you can instantly reach 
it by simply pressing a button. We used it as we 
turned a corner where an opponent was 
shooting wildly. He charged after us thinking 
we'd be an easy target, but instead we used the 
device, appeared behind him, allowing for a 
quick kill. 

Hopefully there'll be more great ideas to 
come. Sure, there's a jetpack here, something 
you'll find in almost every shooter of this latest 
generation, but it most certainly has an identity 
of its own. 

The items scattered around the stages are 
proof of Doom's throwback mentality. Health- 
regen doesn't feature here. Instead we have 
first-aid kits, regeneration packs that your 
enemies drop when they die. Same goes for 
ammo. This makes confrontation inevitable as 
there's no point fleeing. If you get shot, just 
return fire and see who survives. 

Apart from the first-aid kits and ammunition, 
there are objects dotted around the place, like 
armour and portals, that give you an advantage 
if you know the area. But boosts aside, there's 
one item that stands out: a pentagram that turns 
you into a demon. This item appears at a certain 
point during the matches, and in short, turns 
you into a killing machine. 

This power-up will be central to most 6v6 


offering that landed in 1992 would be the 
one to put the genre firmly on the map. 


There had been other first steps in the 
first-person shooter space before id 
Software’s title, but the supernatural 


THE FPS LEGACY 
WOLFENSTEIN 3D | 1992 


DOOM | 1993 


‘gu-a? 

RAS __ 
games, as every team will have to focus in 
getting the transforming orb and keeping it on 
their side. 

While you're a demon you can jump higher, 
have more health and hit a lot harder. A demon 
can kill anyone with just one shot. The power of 
this alter-ego is such that it can turn the tide of 
an entire game, but it's limited to just forty-five 
seconds; if you die before the time's up, you'll 
drop the boost and whoever collects it will turn 
demon - so there's a great reward for taking 
down players in this deadly form. 

The best thing about it is that it doesn't really 
diminish the other players' presence. Escorting 
the demon while it wreaks havoc will be as 
important as being the beast itself, so it doesn't 
in anyway promote lone wolf gameplay, and 
even with a demon in the room, you can still 
escape and go for the others. Every kill is worth 
the same in terms of points. If the demon is on 
your side, even if he's a tank-style character 
with lots of health, the most valid strategy is 
acting as its support and having the whole team 
fight alongside it. 

One of the biggest surprises was the sheer 
brutality of this reboot. Finishing an enemy toe- 
to-toe will activate an animation (there are 
several of each kind) in which you kill them, 
whether it's with a knee to the nose or snapping 
their neck. We missed the chainsaw that was 
shown at E3, but all the finishing moves still offer 
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with analog sticks driving shooter 
gameplay. A cracking campaign was 
fleshed out with near-perfect local 
multiplayer. Anyone for a round of Golden 
Gun? 

Valve changed things up when they 
released Half-Life, as the studio 


HALF-LIFE | 1998 


SNAPMAP 


As part of the game's E3 reveal, Bethesda showcased the 
SnapMap feature that'll come included with the game on 
release. It’s effectively a level and game mode editor, with a 
series of custom tools letting you easily ‘snap’ together map 
areas in an overhead map and head into the areas proper to 
drop in items and enemies (as well as define those enemies 
attack patterns), then test or share your creation with a press 
of a button. An on-screen bar suggests there’s an upper limit 
to what you can have in any given level, but Bethesda did 
example a few ideas, such as classic deathmatch modes to a 
Horde-style game that let you cash kills in for new weapons. 


blocks of text, we were shown it with the 
action unfolding in front of our eyes. 
inspired Red Faction way back in 2001, a 
shooter that came to the party with a 
neat trick: fully destructible Martian 


experimented with narrative. Instead of 
environments. 


being told the story in cutscenes or via 
Half-Life mod turned full title that is an 


eSports staple still to this day. 
Volition announced themselves to the 


COUNTER-STRIKE | 1999 
RED FACTION | 200! 
console crowd with the Total Recall- 


THE RETURNING WEAPONS 


While they've a new look and audio, a lot of your arsenal will 
be a new-gen reflection of Doom’s iconic weaponry. Even in 
the short space of the teaser trailer at E3, we spotted the 

Chainsaw, the Plasma Rifle (still offering a rapid succession 
of plasma fire with one pull of the trigger) and the Chaingun 


(like the Plasma Rifle but offering a much meatier heft to its 
weight as well as its bullet-spewing). The classic twin 
shotgun types are back as well, with both the standard 
combat and super (if super-short-ranged) shotgun making 
the cut. The rocket launcher’s back in play, though its area of 
damage seems to be shrunk, and of course, there’s the BFG... 


plenty of gore. With such fast-paced combat, it's 
hard to stop and remember that you've got more 
options available than just pulling the trigger, but 
melee kills are more than just a nice aesthetic 
touch for the campaign. 

Considering the short time we had to try it - 
less than one hour - it's impossible to take in the 
entire range of approaches that both the map, 
and the equipment, allowed for. The most 
interesting thing of all is that this is a game that 
holds no quarter, that doesn't make any 
compromises. There are no concessions. If you 
can't react quick enough you'll end up at the 
bottom of your team. 

That said, it's clear there's a lot of depth here: 
Doom doesn't offer mindless frantic action. If 
you want to be useful at all, you'll obviously need 
to find the basic rhythm of classic shooters, and 
learn it anew. Staying still means dying. Reflexes, 
quick responses and twitchy skills are essential, 
all especially true in Doom. 

But beyond numbers and handicaps, in the 
end it's all about the feeling you're left with after 
the five to six minute-long matches. And it's one 
hell of a rush. 


WELCOME TO HELL 


The shooter genre has evolved drastically since 
Doom first launched. It’d be unfair to call most of 
today’s top-tier titles bloated, but there is a need 
to dedicate yourself to the fold and learn a range 
of new support skills and tactics to stay standing 
on the battlefield for longer than a few 
heartbeats. Doom’s reconnection with its original 
identity means this new take has confidently 
carved out a niche of its own within the new 
landscape of modern shooters. A purity in its 
design that means the quality of its gameplay is 
matched only by its invigorating hostility. Do you 
remember when shooters where fun? Doom 
seems to retain the promise of its forebearer: 
brutal, fast, and most importantly, fun. 
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COMING 
SOON 


WORMS WMD 


THEY'RE BACK AND BRINGING WEAPONS 


WMD or Weapons of Mass Destruction? When we asked creative manager Kevin Carthew, he 
put us straight, it's just an acronym, the new game from Team 17 is called Worms WMD, plain 
and simple. With their latest offering the studio is trying to channel the spirit of Worms: 
Armageddon, with that entry in the long-running series (it's twenty years old now!) identified as a 
genuine highlight and fan favourite worth drawing from. 

Worms has enjoyed a steady evolution over the years, and it's appeared on most consoles in 
some form or another. We all have our own stories about how we got started with the franchise, 
memories of a title that excels in social environments, the archetypal party game if you like. We're 
playing the new build of WMD at Team 17's Wakefield office and in-between concrete donkeys 
and exploding sheep, we're sharing our respective histories with the game, whether it be 
collecting old boxed editions on PC, or passing a PSOne controller around a room full of people 
in front of a small twelve inch screen that was as deep as it was wide. In a way that very few 
franchises can genuinely say with any authority, this is a bonafide classic, a series bordering on 
gaming institution. 

While there was plenty of laughter, competitive banter, and more wasted turns that we'd care to 
admit, during our hands-on demo we didn't actually get to see much in the way of variety. 


OF MASS DESTRUCTION 


Procedural level generation, a series staple, isn't up and running in this 
build so all the games we played were on the same map. We did get to 
see the new artwork, and we were told how they've changed the way 
they construct levels to accommodate the new art assets. Simply put, 
it's the best looking game in the series to date, with a revised worm 
design, more variety in each level, and more interesting environments 
to wage war across. 

Where before, under the surface of each stage, the land mass was 
just coloured-in with a specific background pattern, now the whole 
level will be made of new hand-drawn assets. It's a subtle change, and 
it doesn't alter the flavour of the matches per se, it simply makes for a 
better looking, more visually stimulating level. 

Via a brief video presentation where they demoed the procedural 
generation of maps using the specific art assets on display during our 
demo (broken buildings, smashed concrete, wreckage), we were 
shown how the revised code is making sure that the new assets are 


NEW WORMS 


ae = : | Team 17 has updated the look of 
P| . a — their worms for the first time in 
5X hoteles J - y years, with the revised design 
; drawing inspiration from 
anarchic cartoon characters like 
Ren & Stimpy. 


dispersed appropriately and that there's some method to the madness. 

Elsewhere, much is as you'd expect it to be given that straying too far from the roots of the 
series would be the equivalent of hitting kamikaze in a game; unhealthy for all concerned. WMD is 
full 2D, there's no mucking about here. This is a back-to-basics offering, built on top of a new 
game engine with a handful of changes that will hopefully accentuate the atmosphere rather than 
unbalance the experience for seasoned veterans. 

One new feature that will change things up a little is the tanks and turrets. There might well be 
more vehicles in the game, but all we saw during the demo were tanks. Hopping tanks, no less. 
They provide a handy protective shield, although they also make 
for a popular target. They didn't feel too overpowered, and so 


retina sount nasi nooo teacane THIS 1S BACKTO-BASICS, BUILT 
aon eng baie, ee ATOP OF A NEW GAME ENGINE 
WITH A HANDFUL OF CHANGES 


Perhaps the most interesting change is the new buildings, and 
in online multiplayer they'll make a big difference. Now structures 
are enterable, their internal compositions only visible to those on 
the inside. In a local game of course the advantage is lessened, 
as your opponents simply need to remember where you stopped 
once you've gone inside. 

Online, however, the anonymity afforded by slinking indoors could create interesting moments, 
surprise attacks for those with the patience to wait for the right moment to strike, as well as 
shelter from incoming explosions. 

We only got to see a singular weapon set, but one thing included that Team 17 were keen to 
highlight was the ninja rope. It sounds like they're working to make sure this popular tool is up to 


scratch for this iteration. We also got to play around with some of 
the classic {Worms} weapons during our hands-on, with farting 
grannies, holy hand grenades, and super sheep lining up alongside 
regulars that include banana bombs, homing missiles, shotguns, 
baseball bats etc etc. 

There's plenty of familiarity here that will play to longstanding fans 
of the franchise. Indeed, Team 17 doesn't really deviate beyond the 
tried and tested apart from with a couple of new ideas, but then 
again, we're not really sure that they 
needed to. Encouragingly, the changes 
don't appear to have knocked anything 
loose, and from the demo we played it 
seems that the traditional {Worms} 
flavour has been retained for WMD. The 
new additions are fun, but not 
overwhelming, and it looks better than 
ever before, with fresh art and a revised, 
more modern worm bringing the series 
up-to-date. We're still waiting to see how the new art style will affect 
the procedural generation of each level, but it certainly doesn't look 
like anything's broken or unbalanced. For series fans awaiting a 
triumphant return to form, Worms WMD is certainly a contender. 


System Developer Publisher Release 


COMING 
SOON 


The map we played focused 
around a contested courtyard. If 
this demo is any indication the 
maps may lean towards the 
smaller, more initimate type to 
make sure you're never far from 
getting into the middle of the 
action. 


FOR HONOR 


PLAYERS CLASH TO PROVE WHO’S THE DEADLIEST WARRIOR 


You forget that between milking its franchises, Ubisoft is keen to try new things. The last 
few years have seen the publisher introduce Watch Dogs (sandbox with hacking), The Crew (co- 
op MMO racer) and announce games like The Division (co-op anarchic survival). The next 
property from the company is For Honor, a game that has a lot in common with Chivalry: 
Medieval Warfare and War of the Roses, but in terms of the mechanics we'd say it resembles War 
of the Vikings the most. 

We tried out a domination style mode (called Dominion) where four players on each team 
contested points on the map. An interesting touch was the inclusion of Al grunts on each side. 
Much like in Titanfall these Al soldiers are mainly a distraction and easily disposed of, but they 
nevertheless add to the atmosphere. Compared to other similar medieval-themed combat games 
For Honor feels more cinematic and grander in scale even if the maps are fairly small and the 
player count is limited. 

While we only got hands-on with the Knights, generic ones at that, the final game will feature 
named heroes (male and female) in each of the factions, and we expect much of the story will 
focus on these individuals. For now we got a taste of the combat that sees players change stance 
to try and score a hit on the enemy. You block by matching the stance of your opponent while 
pressing the correct button. If successful you riposte and a window of opportunity opens for an 
attack. It's always going to be about getting that first hit in as you'll then be able pounce on your 
opponent. Strike them down and you've also got an opportunity to pull off an execution move 
while they're stunned. We're not quite sure if it's just for show or for bonus points, but 
nevertheless it exposes you to the teammates of your downed foe. 


There are also special attacks and you'll fill a super meter of sorts to 
pull them off. While the game offers no ranged weapons, we did note 
that there was a ranged super. You also have a dodge roll move, but 
we found it difficult to take advantage of it as we either didn't roll far 
enough away to avoid an attack or we'd roll so far that we couldn't 
capitalise on a missed incoming attack. Likely this is something that 
will take a bit of practice to master. 

The dynamics of the four on four action are interesting. At times 
you'll be outnumbered, but given that friendly fire is always on and that 
a skilled player is capable of blocking all incoming attacks even when 
outnumbered, there's always an opportunity to be a hero. Naturally 
there will be moments where one is left with no choice but to try and 
run down and corner the last remaining enemy. 

It's an interesting choice from Ubisoft to show off the multiplayer of 
For Honor first. It makes us wonder what its plans are for the campaign 
(or campaigns if each faction has a separate story). We can only 
speculate on how it will be structured, but even if multiplayer is how 
Ubisoft opted to show off the game it feels as if the campaign will be 
significant and perhaps even the main attraction here. 
Publisher 
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The Totem mechanic leads to 
new challenges on old bosses. 
The multi-parted Moldorm still 
has its weak spot on the end of 
its tail, but it'll raise it during the 
fight, requiring you to stack and 

strike with the top player's sword. 


EGEND OF ZELDA: TRI FORCE HEROES 


CO-OP HILARITY AS A TRIO OF LINKS 


As much as we love Zelda, Tri Force Heroes had us sceptical. With its adoption of A Link 
Between World's graphical style and a formula already attempted in Four Swords, it seemed a 
lazy cash-in. A cheap stop gap (much like Metroid Prime: Federation Force) while we waited for a 
new, proper Zelda title. 

Yet this cooperative dungeon crawler has proved inventive, offering a fresh twist on established 
mechanics, and a surprising - and welcome - difficulty. By our first dungeon, we were hooked, as 
were others. There's more different than familiar with this new Zelda entry. The building blocks are 
familiar: overhead camera, multiple puzzle-heavy rooms that make up a dungeon. But then there’s 
the key differences: three Links with one health bar and Magic Meter between them on the top 
screen, multiple emoticons on the bottom screen. Three special weapons per dungeon, one per 
character and choice of who gets which fought over at each dungeon's start. A multitude of perk- 
heavy outfits to be chosen before the stage begins. 

Yes, stages. The selectable stage menu - offering five different dungeons of varying difficulty - 
is only demo placeholder, and it's unknown if there'll be any sprawling overworld to explore in the 
full game, but gameplay would suggest otherwise. Mechanics hinge on puzzle-solving and quick 
swordwork, both of which are staples of Zelda's dungeon sections. We work together with two 
other players to progress through different rooms and make it to the level's end boss. Your 
chosen attire gives you an extra perk, like a stronger charged sword attack, or a larger radius for 
your bombs. 

As with Zeldas past, dungeon solutions are tailored to specific items, and using them in unison. 
What weapons you'll have access to are listed beside each dungeon, and appear in the first room 


GO DUNGEON CRAWLING 


you drop into. Cooperation is critical to reach each labyrinth's end. 
Simultaneous strikes of switches, timed arrow strikes, three-way paths 
upon which you’re required to juggle bombs between the trio if you’re 
to clear blockages... familiarity with Zelda traps and thus spotting a 
solution is one thing, coordinating strategies is another. Rather than a 
shortcut button to swap items you're having to rely on fellow 
adventurers to use their chosen goods at the right time. 

The two rows of emoticons are Nintendo's way of creating a simple 
internationally-understandable series of signs. Emoticons actually 
prove quicker in assimilating necessary actions than chatting tactics. 

For a game that bizarrely drops Link's dodge-roll for reasons 
unknown, the pace is a lot quicker than in other titles. Part of this is 
due to dungeon design, as puzzles and traps come in quick 
succession. You're never more than a few steps away from a bridge 
that needs lowered or a platform filled with fiends. At times the totem 
mechanic, grabbing and stacking players atop each other, needs to be 
performed swiftly (and the new verticality of dungeons gives you the 
best reason since Mario 3D Land to whack that 3D slider right up). We 
came off the demo on a real high. As fun as Mario Kart? You bet. 
Publisher 
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TAKE BACK CONTROL OF THE WORLD WITH YOUR TACTICAL SQUAD 


If there's one thing Ubisoft knows how to do, it’s surprise reveals at E3. That, and how to put 
together great announcement trailers. To the beat of Imagine Dragons’ Friction we were 
introduced to a whole new take on Ghost Recon as Ubisoft’s now famous E3 conference closer 
surprise was dedicated to Tom Clancy's Ghost Recon Wildlands this year. The concept and 
structure felt new and markedly different for one of Ubisoft's oldest and most successful 
franchises. Yet somehow it felt very familiar and perfectly in line with what the company has been 
doing over the last five or so years... 

See, a lot of Ubisoft games share DNA, offering similar features or mechanics. The publisher 
has invested a ton of research and development into open-world games, and in some ways this 
means that games like Assassin's Creed, Far Cry and Watch Dogs blend together (even The Crew 
had familiar elements). Now it seems we'll soon be able to add Ghost Recon to that list. 

Critics point to this "Ubisoftification" as something negative, and if you're a completionist these 
games can certainly be a chore, but on the other hand what's wrong with games that offer lots of 
things for the player to do? As long as it's left up to the player to decide what to do and how to 
do it... 

There's two sides to the coin, but obviously for this title it will be vital to retain as much of Ghost 


Recon's DNA as possible - and the focus on squad-based tactical 
action is perhaps what the game offers at its core that's different from 
the other open-world games Ubisoft has released as of late. One 
argument against games with a huge amount of content is that the 
quality varies significantly; side-missions can be amazing diversions as 
much as they can prove gradually more arduous as they play as little 
more than re-runs of the same limited gameplay loop. It’s worth noting 
that the team is keen on repeating the mantra that there is no side 
content here, something that Ubisoft's open-world offerings typically 
overflow with. Instead everything has a purpose and funnels into the 
main campaign. 

The game isn't class based, but instead you'll be able to equip your 
soldier with appropriate gear and weapons to create your own class. 
Wildlands is set four years from now and the Ghosts are engaged with 
the war on drugs, taking out cartels in Bolivia. This means we're mainly 
dealing with current and up-to-date military tech, including personal 


TOOL SET 


“What we do is give you a set of 
tools - you can choose location, 
time of day, vehicle, weapon - 


then you create your own 
strategy,” says lead designer 
Dominic Butler. “It’s up to you to 
discover opportunities.” 


drones that each soldier is equipped with. The basic concept is that you're tasked with attacking 
the strongholds of the cartels and taking out the leaders. A bit reminiscent of Pandemic Studios’ 
Mercenaries in a way. 

While it reads like the standard missions seen many times in sandbox and open-world titles, it’s 
the game world and your approach in interacting with it - while deciding strategy with your team - 
that’ll make for an experience that’s more fleshed out and offers more depth to your approach to 
any given situation. Perhaps the most apt description is that Ghost Recon: Wildlands offers a co- 
operative take on GTA Online, but here you're playing as the "good guys", and naturally Bolivia 
isn't Los Santos. Bolivia may not provide you with the sprawling 


and that it will only help your progression if you're doing that with a 
friend. Or it could be that the entire game is procedural and that all 
the progression is kept with the player (so you progress and open up 
more challenging missions). The notion that there are no side 
missions is an interesting one. Another take would be that it's all 
side missions that you can deal with in any order you want. But 
Ubisoft has yet to detail any overarching narrative; maybe there isn't 
even one. 

Even if it's early days and we're still 


metropolis in GTAV, but in terms variation there's plenty with 5 left in the dark about many of the 
dense jungles and mountains as well as more arid desert-like IT 8 A S AN BOX WORLD WITH A mechanics and perhaps more 

areas. The day and night cycle and the option of going in loud or importantly about the main story 
taking a more stealthy approach reminds us a bit of Metal Gear GHOST RECON RU LESET: TAKE ON structure of the game, it should be said 


Solid V, even if going loud has more in common with Far Cry 4 


that the playable code shown off at E3 


than Hideo Kojima's sandbox finale to the Metal Gear series. EVERY D AN (i ER TACTIC ALLY looked both polished and pretty 


One thing that is interesting and that offers a slightly new angle 
is the option of creating in-fighting between various factions. The 
E3 demo showed an example where a cartel was meeting with 
the corrupt military police, and sniping one person from each side was the spark the powder keg 
needed to explode. Sit back, watch the fallout, mop up the remainder. 

How progression works In Ghost Recon: Wildlands has yet to be revealed. The developers told 
us in an interview that each player would progress their own individual story when playing 
together so you should theoretically be able to play together with anyone at any point. 

Exactly what this means, well, we're not quite sure. It could be that you can repeat missions 


complete in terms of features. Some 

fans may be disappointed that the new 

Ghost Recon deviates from the formula 
we've grown used to, and perhaps some are disappointed that it 
clearly borrows from other open-world games, but having seen 
Ghost Recon: Wildlands in action we're starting to salivate at the 
prospect of exploring and exploiting this sandbox with three friends. 
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DRIVATARS 


The Al system that pooled data 

from real-world players racing is 

making a return in Forza 6, and 

the team has adapted data from 

Forza 5 and Horizon 2 to test the 

game. So in a way, we're already 
racing in Forza 6. 


FORZA MOTORSPORT 6 


ONE LAST TEST DRIVE BEFORE TURN 10’S RACING TITLE LEAVES THE GARAGE 


Our final Forza 6 demo gave us a teaser as to what to expect next month. We tested 
out a vibrant daytime race in Rio with the supercar Ford GT, a night circuit at Sebring 
International Raceway with the powerful Lamborghini Huracan, and a wet race around 
Brands Hatch behind the wheel of an Audi TTS Coupé. 

We first tested the wet asphalt to see how they've tweaked the weather effects in both 
visuals and how it affects grip. The truth is that it shows from the first corner. The vaunted 
"3D puddles" may indeed cause aquaplaning in a way we haven't seen in previous games, 
but the effect may well be somewhat exaggerated (we'll race other classes of cars and 
tweak some settings before complaining or praising this big new feature). That said, their 
visual recreation is great. 

The other new setting comes via the night-time races, which in turn are divided into two 
types: those lit only by the headlights of cars ("with claustrophobic feeling," as described by 
franchise manager Chris Bishop) or night circuits that are fully lit, but where the reflections 
of the lights and the number of light sources completely change the experience. The race 
with the Lambo was the former, and of course the changes are not noticeable in terms of 
driving/handling (the Huracan’s response was like other models available in Forza 5), but are 
when it comes to visibility. It's no doubt an interesting addition, but we remain unconvinced 
that the lighting compares favourably to the beautifully realised sunny stages. Although it 
may also be that the circuit chosen by the developers is a little uninspiring in itself. 

For these reasons we really, really enjoyed racing in Rio, first with the brand new Ford GT, 
then with a 60s-era Ferrari. Bishop boldly claimed that it's probably the best track found in 


the entire Forza series, and it does have that special something 
that begs for a replay. It demonstrates the expertise of the studio 
when it comes to realising dry daytime tracks, and it's a good way 
to show off what can happen in the new 24-car races, an 
increased car-count that emphasises the need for strategy. 

Turn 10 admit to having been inspired by Horizon 2's stimulating 
visual approach, and that Playground Games' title also served as a 
reference point when implementing improvements elsewhere. 

The latest addition of particular interest is what they're proposing 
for the new Career Mode, finally discarding the formula whereby 
you begin with poor rides and work up to the bigger leagues. Now 
the team’s focused on recreating moments from the history of 
motorsport, such as the rivalry between Ferrari and Ford in the 
60s, arranging a series of events to keep jumping us between 
classes so we can experience a wide range of cars from the 
garage across more than 70-hours spent in the main mode. With 
450+ ForzaVista cars at launch, 26 tracks, 24-car races, and this 
renewed campaign mode, it seems like it might be the complete 
current-gen racer that Forza 5 never quite managed to be. 

Publisher 
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TRANSFORMERS: 
DEVASTATION 


That Platinum Games is working on an cel-shaded action-adventure title 
based on the ‘80s Transformers cartoon with the original voice cast and 
the likes of Optimus Prime and Grimlock as playable characters makes us 
very happy indeed. Combat is infused with the same stylings that we’ve 
seen in the company’s past works like Vanquish and Metal Gear Rising, 
so think fast-paced, combo-heavy battles against the Decepticon hordes. 
It’s a title that took everyone by surprise when it was announced over E3 
and we’ll hopefully get hands-on in the very near future. 


System Dev Publisher Release 


STAR FOX ZERO 


There’s a startling degree of déja vu to Nintendo’s sci-fi shooter series’ 
return, opening as it does on a Corneria mission that mirrors the start of 
the Lylat Wars/Starfox 64 version. While there's an extra sheen to the 
visuals, it doesn’t have the same leap we’ve seen suggested in the Zelda 
Wii U demos. Despite the initial gameplay similarities we’re expecting a 
few unique twists (no, not the use of the GamePad as a second screen to 
spot out-of-view targets) because of the involvement of Bayonetta studio 
Platinum Games. Its pedigree in intense combat and addictive pursuits of 
high scores should mean there's more than nostalgia on offer. 


System Dev Publisher Release 


MARIO & LUIGI: 
PAPER JAM 


Two universes collide as the characters from the Paper Mario RPG series 
fold into the world of the Mario & Luigi adventure franchise. How this 
crossover's occurred Nintendo won't say, but we're sure it's in keeping 
with the wonderful humour and unusual ideas both side-series have 
shown when reinterpreting the Mario universe up to now. Our demo had 
us playing as Paper Mario plus the two 3D Mario Bros. as the team 
tracked down Toads and took on Koopas in turn-based combat 
sequences that tossed in some light puzzle/mini-game activities as well. 


System Dev Publisher Release 


SOMA 


The studio that gave us Amnesia: The Dark Descent and Penumbra 
before it, have been working on this science fiction survival horror 
adventure for several years and the game’s now getting its final spit and 
polish. We're deep under the ocean surface in a futuristic research base 
of some kind. The why and how remains unanswered, but we're 
exploring, discovering more about our new environment, trying to piece 
things together and presumably trying to work out how to escape. It’s a 
title worth going into with as little information as possible. All we know is 
it’s going to be deeply unsettling, and we can’t wait to play. 


System Dev/ Publisher ; Release 


HALO 9: GUARDIANS 


HEADING INTO THE WARZONE 


If you’re going to introduce something new to Halo, this is the way to do it. Forming our 
introduction to 343i’s latest big team battle mode Warzone is a special briefing that eschews 
powerpoint presentations and sweaty conference rooms for strapping on a HoloLens device and 
gathering round a holo display in the middle of a room with the rest of our 12-strong ‘squad’. In 
the room opposite stands our opposition, on the receiving end of the same virtual breakdown as 
we are, being introduced to the fundamentals of the mode, and specific details regarding the map 
we'll be playing on. We feel every inch the space marine prepping for drop. Red Vs. Blue never 
felt this real before. 

But in all honesty this briefing is not just set up to show off the fancy new HoloLens tech. The 
complexity of Warzone is such that going in without any prior knowledge would simply not be a 
good experience. And as far as multiplayer modes go it's hard to imagine something more 
complicated in terms of components, objectives and mechanics. It’s 12 vs. 12 with Al tossed in to 
man the sidelines, potential capture points and score objectives. 

Here’s the rundown: you start off in your base and you need to clear it of Al-controlled enemies 
in order to unlock your requisitions module and be able proceed with the rest of the mode. This 
base doubles as storage space for your core. This core is only vulnerable when one team holds 


all three bases located on the middle of the map. Destroy the enemy 
core in the middle and your team wins. 

The other (more likely) way to win is to collect 1000 points. You build 
score by killing Al (Some points), enemy players (more points), and 
special Al bosses (lots of points), and by holding bases (not as many 
points as you'd think). In addition to upping your score as you aim for 
the win, you also gain energy, which can be used on requisitions 
(switching your loadout, calling up vehicles) at one of the many stations 
located within the bases (or saving it until you respawn). 

On first play, as you can imagine, tactics are scattershot as both 
teams contain a mixture of player types. 

Some players may be keen to group up and work together towards 
objectives, while others simply want to scout the map and perhaps 
sample some of the weaponry. It's classic Halo action, and soon 
players have enough energy to cash in for Warthogs and Ghosts. The 
map itself also offers a classic Halo experience that anyone who has 


While earning energy will allow 
you to unlock new weapons in 
Warzone, you'll only be able to 


bring cosmetic unlocks into 
Arena mode to keep the 
competitive play balanced 
between all players. 


played any of the previous games should feel right at home in. A mix of open spaces and bases 
with corridors and cover. The addition of high priority enemy targets (announced when they enter 
the battle) makes for an interesting shift in the battle. 

The changes come about because the points they offer are enough to send both teams 
gunning for them, but that also means bases can be left uncontested. When we played it was 
only really our team that focused on the priority targets, while the other team seemed to focus on 
capturing and holding bases. What’s important in terms of balance is that both strategies seem to 
hold potential, but if you don't take down priority targets you'll likely need to bring down the 
enemy core in order to win as you won't score as many points by 


seemed to favour focusing on priority Al targets over players and 
bases - though this may just be that it is what happens when you're 
playing with a group of people who are new to the mode. 

Another concern is that the number of objectives in play at any 
one time will mean that players are too spread out over the map - 
the levels in Warzone are huge to accommodate 24 players and Al - 
and there could be fewer big clashes between large groups of 
players as a result. The one thing that counters the latter is when a 

core is vulnerable (one team holds three 


holding bases. Our team spent much of the match defending our rT} bases) as that tends to really focus the 
core as the other team held three bases, but we also managed to TH F Ni 0 RE PLAYERS WE H AVE action into one area of the map. 

take out a few priority Al targets and so in the end we were able As with previous Halo titles it won’t be 
to hit the 1000 points first and win. DOI NG TH | NGS, THE BETTER the only multiplayer mode the game 


Speaking to 343 Industries' Frank O'Connor we learned the y 
reasons behind bringing Warzone into the fold: "We have players THE EXPERI ENCE 
that only play campaign, those that only play multiplayer. We have 
players that only play a single mode in multiplayer. And getting 
those guys to do other things is really good for our community 
and for the gameplay experience. The more players we have doing more things, the better the 
experience is for everyone. So we wanted to build a mode that actually had something for 
everyone." 

Warzone is a ton of fun, and it really succeeds in creating a meaningful online mode for players 
of different skill levels - something that's truly an accomplishment. There are however a few 
question marks that only hours upon hours of online play will straighten out. The points structure 


ships with. There’s the story campaign 
and the purer 4 vs. 4 Arena, and likely a 
few other variations. But Warzone’s 
wider scope and numerous challenges 
may mean, as 343i hopes, it’ll attract 
those players who find pure-bred competitive matches frustrating, 
and want to continue the cooperative play once campaign is over. 
Remembering how Big Team Battle was our favourite past time in 
the post-launch Halo 4 season, the studio could be onto something. 
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PLAYSTATION 4 


Nn all titles go to 


www.gamereactor.co.uk 


= ONE 


Now with online Heists. 


BATMAN: ARKHAM KNIGHT 


A hefty night ahead in Gotham. 


BLOODBORNE 


Hardcore gothic RPG action. 
THE Lkbetinar 3 
CoP CO 


A stunning RPG in every sense. 


WII U 


Sci-fi shooter still going strong. 


Sie CRY 4 


Engrossing open-world shooter. 


DRAGON AGE: INQUISITION 


NRE EA 


Epic fantasy with lots of romance. 


sonia OVERDRIVE 


IAC GA 


Skater-influenced open-world shooter. 


3DS 


PC EWINDOWS 


The most competitive game on the planet. 


PROJECT CARS 
SLIGH D STUDIOS 
The best racing sim for ages. 


aan SCOLLS V: SKYRIM 
GAME STUDIO 


HESDA SI 


Looks great on PC, even better with mods. 


PS VITA 


YOSHI'S WOOLLY WORLD 
GOOD-FEEL NINTENDO 

Colourful yet tough platformer. 

SUPER SMASH BROS. 

NINTENDO NINTENDO 

Iconic characters duke it out. 

BAYONETTA 2 

PLATINUM GAMES NINTENDO 

One of the best action titles, full stop. 


MARIO KART 8 


TENDO NINTENDO 


Multiplayer arcade racing at its finest. 


PLAYSTATION 3 


FIRE EMBLEM: AWAKENING 


TrAN 


Deeply satisfying turn-based fantasy title. 
SUPER MARIO 3D LAND 
NINTENDO NINTENDO 
The best Mario platformer on handheld. 
MAJORA'S MASK 3D 

INTENDO 
Another brilliant RPG revival. 


BRAVELY DEFAULT 
SILICON STUDIOS S 


RPG in the classic Square-Enix mould. 


ENIX 


XBOX 360 


THE LAST OF US 

NAUGHTY DOG SONY 

A masterpiece in storytelling. 
UNCHARTED TRILOGY 
NAUGHTY DOG SONY 


The entire globe-trotting adventure. 


METAL GEAR SOLID 4 
JIMA PRODU I 

Kojima’s best opus so far. 

JOURNEY 

THA N 


Soulful, spiritually uplifting adventure. 


GEARS OF WAR 2 

EPIC MICROSOFT 

The best of the four GoW entries. 
RED DEAD REDEMPTION 
ROCKSTAR SAN DIEGO ROCKSTAR 


Western that’s better than GTA IV. 


MASS EFFECT TRILOGY 


The whole sci-fi blockbuster trilogy. 


alableg WARS 2 


BIZAI 


Addictive arcade-tinged shooter. 


PERSONA 4 GOLDEN 

TEAM PERSONA ATLUS 

School RPG worth buying a Vita for. 
TEARAWAY 

Ml cl 


Best use of the Vita’s hardware features. 


WOAH DAVE! 

CHOICE PROVISIONS 

Pixel perfect action platformer. 
OLLIOLLI 2 

ROLL? 

Fantastic skater, perfect for handheld. 


WIl 


The best Mario platformer of all time. 


METROID PRIME TRILOGY 


Immersive sci-fi adventure series. 


ZELDA: SKYWARD SWORD 
NINTEND 


Action-RPG bursting with inventive ideas. 


Near-Zelda beater with cel-shaded visuals. 


THE BEST... 


RISING STORM 


PC TRIPWIRE INTERACTIVE 


Probably the finest Second World War shooter since Call of Duty 2, 
and a must-have for shooter fans on PC. Originally built atop Red 
Orchestra 2, the series’ brand of uncompromising, visceral, team- 
driven asymmetrical warfare is getting a sequel when Rising Storm 
2 heads to Vietnam. Let’s hope it makes it to consoles this time. 


HALO 

XBOX 360 XBOX ONE BUNGIE/ 
Halo’s importance within the genre cannot be underestimated, with 
Halo 2 in particular bringing online shooters kicking and screaming 
into the console space. Halo 3 refined the formula, while Reach and 
those after have changed things up with new abilities. The pressure 
is on for 343i to deliver with Halo 5: Guardians in October. 


PLANETSIDE 2 


PC PS4 DAYBREAK GAME COMPANY 

Recently launched on PS4 but already an established force on PC, 
Planetside 2 offers first-person shooter action on a scale unlike any 
other game in this Guide. Huge persistent servers support players 
numbering in the thousands engaging in a constant struggle for 
dominance. The game has evolved steadily since launch. 


COMPETITIVE MULTIPLAYER SHOOTERS 


COUNTER-STRIKE 

PC PS3 XBOX 360 VALVE 

More popular on PC than console, Counter-Strike: Global Offensive 
is kept alive thanks to a booming eSports scene and constant 
support from Valve. The short and snappy rounds, where players 
have one life and must make it count, have made this an enduring 
favourite for fans of the genre. 


CALL OF DUTY = pcps3ps4xe0x 360 XBOX ONE WII U INFINITY WARD/TREVARCH/SLEDGEHAMMER 


Like it or loathe it, the modern shooter space has been changed irrevocably by the Call of Duty series. 
Consider the brilliance of Call of Duty 2, the superb shift to the contemporary stage with Modern 
Warfare, or the ascendancy of Treyarch that culminated in eSports favourite Black Ops 2. The series 
may have started to stagnate a little over time, but it can’t be denied that it’s still, after all these years, an 
incredibly polished shooter. 


DESTINY 


PS3 PS4 XBOX 360 XBOX ONE BUNGIE 


GOLDENEYE DOOM Bungie’s post-Halo effort has proved surprisingly divisive, but there’s 
still droves of players regularly jumping online to enjoy its potent 


N64 RARE PC PS3 XBOX 360 ID SOFTWARE mixture of PvE and PvP. Misunderstood or not, there’s something 
uniquely compelling about Destiny’s gameplay loop, and it’s 


The hardest title to track down in this Guide, Doom pioneered the genre off the back of 

Rare’s shooter is a genuine classic and Wolfenstein’s tentative first steps and for supported by some of the very best mechanics around. 
undoubtedly the definitive FPS to grace the ushering in online deathmatch on PC. It’s hit 

N64. It offered local multiplayer perfection, a every format known to humanity, but for pure 

wealth of game modes and great maps. Doom (and great mods), check it out on PC. 


a : > a | j | —— - : 
BATTLEFIELD TEAM FORTRESS 2 TITANFALL 
PC PS3 PS4 XBOX 360 XBOX ONE DICE PC PS3 XBOX 360 VALVE Pe XBOX.360 XBOX ONE RESPAWN 
Did the series peak back with Bad Company 2? Many shooters have tried to better the formula Respawn ditched single-player and went straight online with their 
Battlefield 3 might have something to say about perfected by Team Fortress 2, but all have failed. debut, and while there’s room for it to grow, the foundations laid 
that, but either way, DICE’s series includes some Battleborn (Gearbox) and Overwatch (Blizzard) down by the studio - a mixture of giant mechs and parkour - are 
of the best supported, most played games from are taking aim, but for now TF2 is king of the rock solid. We can’t wait to see what’s coming in the sequel, which 


the genre. F2P shooters. is heading to PlayStation as well as Xbox and PC. 


SID MEIER S PIRATES 


JOHAN ANDERSSON,EVP GAME DEVELOPMENT AT 
PARADOX STUDIOS,ON THE LOSS OF A WORLD 


“The most important game in my life before | started making them myself was Sid Meier’s Pirates. | 
played it primarily on the C64 and | thought it was absolutely great with this living world, and | was 
writing stories on paper about the life of my pirate. The problem with me, after spending probably 

months, every evening, not every one - but most - just playing Pirates, having all the stories, | had a 
vision in my head of what happened in the game and how it worked. Then | realised when | read 
the source code, that no, the game was not as complex as | imagined, | couldn’t play it any more 

because my suspension of disbelief had been destroyed. But afterwards | always wanted to make 
games like Pirates, one where there’s lots and lots of complex systems that interact and you think 

that there’s far more stuff behind the curtain than there actually are.” 


